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Eecaan’s 
Transmission 

Greetings Earthlings. 

I Game. . 

re D8 Gold's 

Winter Games. This superb 
sports simulation follows 



?3K 



depth feature on the first 
icon driven sports game 
which is based on the 
strongman feats of Geoff 

The Secret Diary of 
Adrian Mole has zoomed 
straight to the top of your 
TV ratings and we tell you 
all about a game based on 
the young spotty earthling. 

"Heroic Warror", paper 
and pencil adventure which 



prize to give away ii 
competition based on u«i 
Robot Messiah. This la a 
trilogy of games from a new 
company called Alpha- 
batim . The first prize in the 
oompetltlon Is the ultimate 
in home computers, an 
Amiga worth over £1000. 

All this plus the latest 
news and reviews makes 

magazine that no gamer 




ms ims 




Activision’s 
Electric Dreams 

Electric Dreams Is a new 
company formed by Activi- 
sion UK as a subsidiary for 
their highly suocesBful 
software house. The com- 
pany has been formed with 
the ex boss of Quloksllva — 
Rod Cousins — being 
brought out of retirement 
for the occasion and Sandy 
White (also ex Quloksllva) 
of 3D ^Ant^ Attack and 



The company is 
specialising In Spectrum 
games though Amstrad 
stuff should be on its way 
at some stage. 

The three Initial games 
will be ‘I, of the Mask’ 
which Is a 3D game In the 
tradition of 3D Ant Attack. 
'Rlddler's Den' an action/ 
arcade game with very good 
graphics, and 'Winter 
Sports' a sports simulation 
with nine events in the 
tradition of Winter Games 
by E^yx.^e games ar0 fQp 



I 




Virgin Rabbits 

Virgin Games are about to 
re-relaunch the Rabbit soft- 
ware name in the guise of a 
' 'better than budget' ' ra.--* 
of games. 

Priced at £3.99 the 



_..,s of Doriath. Po- 
ns, keys, and powerful 
amulets add to the magic of 

Evicting Draoula and his 
ghostly associates from a 
nigh rise flat is your mis- 
sion in High Rise Horror 
and finally in Fire of Lon- 
don you must marshal) 
your forces against the 
spreading flames. 



y* 

O 




All Hail the 
Messiah 

Alphabatim is a new com- 
pany formed by Mike Bax- 
ter (ex PR man for New 
Generation Software, 
Hewson Consultants, and 
Brother) and the program- 
mer behind the 250,000 
aem^ Daley Thompson's 
Their initial game is an 
advanced type of action/ 
adventure game called 'The 
Robot Messiah' has bril- 
liant graphics, a detailed 
story line, and complex 
gameplay. 



The I 



is for 
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Ariolasoft’s 

Llamas 

Arlolasoft, the computer 
game marketing and 
distribution company^ have 
Llamasoft over the 
marketing of, games guru, 
Jeff Mlnter's games. 

Llamasoft, which has 
been producing games 
since the computer was 
driven by steam, has 
previously had very strong 
games, but lack of promo- 
tion and marketing, 
Arlolasoft is hoping that 
this agreement will rectify 
the'Sltuation. 

The first game to come 



include' 



i any order, these 



3 Scarabeus, by 
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MORE PROGRAMS 
THAN 

TERRY WOGAN 




There is more of everything at Software City. More help and guidance than the 
average High Street shop and more choice in programs, this is because we are 
specialists. We don’t sell newspapers or greetings cards and we are not chemists either. 
In fact, we will sell you all you need for your computer. We will even supply items 
mail order if you don’t live within easy reach of our stores. 

Some of our programs are imported straight 
from America even before anybody can 
review them in the magazines. So you 
can tell we know our stuff. 

If you want to get the most from your the UK’S NO. l software dealer limited 
TV screen drop in to Software Ci ty. xh “ 2 K ' I T H “ d Chcl ’“ SW3 01 3 ” 9220 

Y ou’ll be glad you did. ' 4™ ch M pstre« n”' w"bu ^’ b 316* 
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READERS 



U-ll-B i 



The Computer Gamer 
Headers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it to: 



What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 



(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 

But enough of this, 
fill in the form get 
yourself an SAE, bung 
our address on the 
front of another and 
dig yourself up a 
stamp. Then you can 
see what it’s all about. 



, readers cii.h 



inSS£°- 1 ! 



O ;j°™P“" e "0amerJ 
.Headers Club • 

■ Token No. 3 ■ 



US Gold hope to follow up 
the success of Summer 
Games II with the latest 
sports simulation from 
Epyx. Eric Doyle heads for 
the slopes to investigate. 





* 





swift Jab of the fire buttoi 
menu of the program whlcl 
offers a wide choice of op 

If you wish, you can op 
to enter all of the events ii 
a fixed sequence or a selec 



ier which you 
ly one sport is ] 



either going for gold in 
competition or merely prat 
technf l ° perfeot 5,011 
If you opt for the Games 
you may then enter you 
name and the countr, 
which you wish to repre 
sent. The screen displays 
range of national flags ir 
eluding that well-know; 
country Epyx! For thos 
who may be influenced b' 
the stirring strains of a na 
tional anthem, each coun 
try’s patriotic tune can b 
played until you find on 
that is truly Inspirational 



British anthem Is heard. 
Unfortunately, the tune 
has a horribly off key note 
which I found to be the on- 
ly Irritating feature of the 
program. Naturally 
enough, the American an- 
them Is note perfect, 

Taking each event in 
turn. I’ll start with the 
peculiarly American Hot 
Dog Aerial event. For those, 
like myself, who may — • 
be familiar with this e\ 

I’ll explain that 
resembles ski jumping, 
s being that 



at the highest sc 

is 9.2 for a double sc 



giddy heigl 

air he must perioral as 
many acrobatic feats as 
possible before making a 
perfeot landing. 

Just as the title has an 
American slang sound to it, 
some of the movements 
have typically American 
names like the mule kick 
and the daffy. Forward and 
backward somersaults are 
also possible, as well as a 
variation of the mule kick 




awarded. 

Frequently my efforts 
were rewarded with a 
rather ungraceful touch 
down which has allowed 
the programmers to add a 
touch of comedy to the 
•game. Depending on your 
athlete's position on lan- 
ding, you are left either 
looking at a pair of feet 
sticking out of the snow or 
two skis sticking up ver- 
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in mu 











the^flre 



jump results in an em 
rassing tumble at the er 
the ramp. Success does 



„ __ ,o maintain the 

optimum body position for 
the longest possible jump. 

Keeping the skis 
together and the body rigid, 
requires a fair amount of 
skill and praotice and 
points are awarded for 
style as well as the length of 
the Jump. The main thing to 
remember is that you 
mustn't fall down or points 
will not be awarded. The 
flight becomes a wild battle 



skidding across the snow 

The Biathlon which com- 
bines cross-country ski-ing 
with target shooting, and 
the Speed Skating events 
resemble the kind or 
Joystick waggling ^ s^ort 
come to know and loathe 
over the past year or so. I 
am pleased to say that in 
this case there is much 
more skill required because 
if you don't gradually in- 
crease the speed of your 
athlete, then his progress 
will actually be slowed 
down Pushing left on the 
Joystick moves the left leg 
forward, pushing right 
moves the right leg. Move 

athlete's timing is thrown 
out, resulting in a loss of 
speed. Co-ordination is the 
important Bkill, not the 
speed of waggling 

The Biathlete must cross 
flat country and steep up- 



10 reach each of the three 
target shooting sights. The 
Hardest part of this is get- 
ang the timing right on the 
upward slope otherwise 
you have to work harder to 
reach the top and a little 



MS 



, je crucial at 

— e target shooting stages. 
When you reach one of 
these points you must load 
the gun before each shot by 
pulling and pushing the 
Joystick. A gunsight drops 

constant motion >sn£ 
have to press the fire but- 

the sight is over the centre 
of the target. A miss results 
in a penalty which adds five 
seconds to your time. 

Speed skating is a very 
straight forward event and 
I don't Just mean that there 
are no corners to be turned. 
The screen display shows 



The other two skating 
events (figure and free- 
styles) are disappointing 
similar to one another. In 
both cases the range of 
Jumps and spins are the 
same the difference being 
the time allotted to the per- 
formance and the number 
of times whloh each action 



pacemi 
the ott 
^ou. This if 



s progress and 
moentratlng on 

s initially con- 

using but I soon found 
hat I could get a very good 
impression of my perfor- 
mance from this display. 

The only skill required is 
timing. Moving the Joystick 
back and forth, faster and 
faster is the aim for a 
record speed. 






InDEPTH 






:] is probably the least 
jphisticated of the games 
nd yet the most visually 
melting. The screen shows 



The 1 
ihe ben 

iare to 

high and you crash, too low 
and you won't gain enough 
speed Control is achieved 
by pushing the Joystick in 
the direction of the bend so 
you have to think quickly 

very realistic indeed and 
passing under spectators 
on the bridges gives a real 
impression of the speed and 



the excitement of the real 
thing. Although I have said 
this is my favourite, I think 
it may get boring after I 
recover from this initial ex- 
hilaration because there is 
very little control over the 
game but its certainly one 
to impress your friends 



cordingly. If the current 

" **■- previous 

i updated 



The graphics are superb, 
showing masterly control 
of the C64’s facilities, 
though I must confess that 
I slightly prefer the Sum- 
mer Games collection 
overall. Eaoh event is load- 
ed from disk when required 

cifully short, though I feel 





:h FREE Home File Manaser, Payoff 



& Demo Disks) 



Atari 800XL & 1050 Disk Drive 
(with FREE Home File Manager, Payoff 
Adventure & Demo Disks) 



£ 234 - 



+ £3 p&p 



Atari 1 30XE & 1 050 Disk Drive 
(with FREE Home File Manaser, Payoff 
Adventure, Demo Disks & 

10 Blank Disks FREE) 



£259 



95 

+ £3 p&p 




Goods despatched: SAME DAY - PARCEL POST 
12 Month Warranty: ANY PRODUCT FOUND TO BE DEFECTIVE WITHIN 12 MONTHS OF 
PURCHASE WILL BE REPLACED - FREE OF CHARGE 



MESSIAH 

i &40MPETITM 



Alphabattm and Computer 
Gamer are proud to an- 
nounce that the top prize In 
this great competition is 
one of the new Commodore 
'super' computers — the 
Amiga. 

At about £1000-£1400 
this machine is a bit out ot 
the range of this magazine. 



Apparently. C 

may be licencing the 

licences buys all the 
custom chips off Mostek 
(the chip manufacturing 
arm of Commodore). So 
with any luck we may be 






interesting to look at where 
technology will be going in 

although the Amiga looks 
about 5 y 




x 600 resolution graphics 
in 4096 colours (subject to 
some restrictions), ap- 
parently Infinite sprites, 
— - ability || — | 



in for the Amiga is 



l very worthwhile prize tc 



i reasonable 




Public Relations person for 
Hewson Consultants. So 
they are both experienced 
in their fields. 

Their first game is called 
The Robot Messiah, an ar- 
cade adventure with 152 
soreens over three levels. 

robot planet there are boss 
robots and slave robots. 
One philosopher robot call- 
ed Socrates (where have I 
heard that name before?), 

not nice to have all the slave 
robots slaving away in the 







£1 



mines. The boss robot I 
authorities disagree and I 
decide that he ought 
some first hand knowl 
of just what it is Ilk. 
work In the mines and send I 
him down to spend the rest | 
of his life in slavery. ^ I 

becomes much the worse I 
for wear and finally gives I 
up hope of ever leading his I 
people out of slavery. 

One day, ho meets with a I 
slightly more rebellious I 
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MESSIAH" written by Christian Urquhart 
and Mike Smith 

Christian Urquhart is also the author of ‘Hunchback 1 
& co-author of Daley Thompson’s' Decathlon’ 






From the beginning of October 



Spectrum 48K £7.95 



Amstrad 



Gremlin Graphics, Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (074Z) 753423. 






wa\J JY / Super fit and desperate for 

\f)/Y > freedom, Monty makes his daring 

yAr $ escape from Scudmore Prison. 

AC — Hounded by the bastions of law 

- and order, our frightened hero 
' finds refuge with the criminal 

^ underworld who offer him his 
ILt-— — ■ Is chance to breathe fresh air and 
^fr aaaa li^ L bask in the sunlight once again. 

Moving from safe ___ 
house to hideout 
to underground lair. Monty must 
select the correct five elements of 
his freedom kit from the many he's 
offered and not miss out on the 
hidden gold coins that will make 
him a mole of leisure. 

At last he's free but can he make 
the cross-channel ferry on time? 



b— a— i 






AT ROCK BOTTOM PRICES 



TAKE UP TO FIVE 
TITLES FROM JUST 



KELVIN HOUSE, TOTTERIDGE 









IjJ.T 


<•*> i 


■ ' ‘traife 


1 sferl 


1 




L 1 




jjJ3r-| §i |M H ^ 







COMPETITION 




studio where logic 1 b re- 
placed by corny jokes. In- 
deed to open the studios 
doors, Bond must collect 
the two parts ol a joke. 

We’ve devised this com- 
petition to test your ability 



it being in my ... , 
luck to everyone taking part in 
competition. Who knows. I may be able to find s... 





The name Atari has always 
been synonimous with 
video and computer games. 
Atari brought us the first 
video games console in 
1977 and then in 1979 
followed it with their home 
computer range the 400 
and 800. Considering these 
machines were designed in 
1979 before the UK had 
even seen the ZX80, it says 
something for the original 
design that they are still 
keeping up with the latest 
computer games. 

Even so, life 1— *- — 



anything else in the UK 
market. Then came the 
Sinclair Spectrum — cheap 



all l 



for i 



owners in the UK. intially 
the machines were over 
priced and worse still, 
when you'd brought the 
machine the games were 
selling for an average of 
£30 a time. The only con- 



good games. Needless 
say the C64 was a hit and 
has now established itself 
as THE games machine in 
the UK. 

Over the last year or so 
Atari has hit back with 
drastic price cuts and the 
original American titles 



Mari 

Nick Walker selects IS 
classic games that all Atari 
addicts should have. 



trldge the Al 



Deadline. 
Infocom. £29.95. 
Disk. 



--P fifteen games c 
entirely of Infooom 
adventures but that would 
be boring. I've ohosen 
Deadline as the best 
of the bunch because it's 
the one and only Infocom 
adventure that i'vi • ' 



wonderful descriptic 



If you’ve never playe 
infocom adventures befoi 



Galaxy, Zork 1, Cutthroats 
and if you not really into 
adventure at all Sea 
Stalker. The most endeer- 
ing feature of Infocoi 



Eastern Front 
1941 

Atari. Cartridge 
£14.95. 

Eastern Front is to my 
mind the best designed 
computer war game to ap- 
pear on any microcomputer 
to date. It gains this 
distinction by having the 
quality map-like 



Rally Speedway. 

Adventure 

International. 

Cartridge 

£22.95. 

Not the best 



but still the best two 



v Pla ftn 



will be ungrippable for 
sweat. Synchronised four 
wheel drifts and burning 
rolling out of crash- 1 



adventures is that all the 
puzzles are logical but 
perhaps the greatest puzzle 
of all thiB is Just how did 
they manage to get all that 



Dropzone 
US GOld £9.95 
Cassettee. £12.95 
Disk. 

Arena Graphics 

For all those that loved the 
arcade game Defender this 
1 b the only computer 
that really captures " 



graphics than any other. 
Very challenging, fast ac- 
tion for dedicated arcade 






Ariolasoft. 

£9.95 Cassette. 
£12.95 Disk. 
Electronic Arts. 

If I told you this game was 
an economics simulation 
with elements of Monopoly 
thrown in, you might not 
get too excited. YetM.U.L.E. 
imaginatively blends these 
elements into one of the 
best multi-player simula- 
tions you'll ever play. 

Whilst the graphics can 
at beat be described as func- 
tional the introductory 
theme music is the best 
original computer music 
I’ve ever heard. M.U.L.E. is 
way ahead of any other 
economlos simulation I 
know, and who knows you 
may even find yourself 
learning something. 



Archon. 
Ariolasoft. 
£9.95 Cassette. 
£12.95 Disk. 
Electronic Arts. 



skillful but boring board 
game called Chess? Ar- 
■' — takes the strategy of 

.ast moving arcs 
i. This is the first 
show to those that 
familiar with compute 
games and every singl 
time it fascinates them am 
it's rare that we see anothei 
game that evening. Despite 
it’s complexity, it is quick- 
ly grasped by players of all 
ages, a game to last a 





£19.95 Disk. 



Origin Systems. 



The best ever graphic ad- 
venture, Ultima in Is the 
nearest thing you'll get to 
Dungeons and Dragons on 

played the first two ver- 
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worth this amount of 
money? In my opinion yes. 
Universe is vast, Infocom 
adventures are piddling lit- 
tle things in oomparisoi 



Miner 2049er. 
Big rive 

Software. £12.95 
Cartridge. 



winner. Its graphics offer 
good animation and it has 
surprising depth. Strategy 
is emphasized over outright 
violence, and the game i- *" 



Ballblazer. 

Activision. 

£9.95 Cassette. 
Luscasfilm. 

I had my doubts about ir 
eluding this as my fine 
choice as to be h * T '" 










pinball 



HALL of/ame 



atal ball 
to your 



COMMODORE 64/128 



A curious, cute and 
highly addictive car' 



A CHARTBUSTING COMPILATION FOR COMMODORE THAT EXPLODES WITH ACTION 



U.S. Gold Limited, Unit 10, Parkway Industrial Centre, Heneage Street. 
Birmingham B7 4LY. Telephone: 021-359 8881 






Green Beret 



i ^'incredibly ^ ^violent 









Ntj/fTOFm 

LIVING 




guides you through the H 
latest in adventure gaming. 



Olympia was stacked with 
stands promoting the latest 
hardware and software — 
but what was new for the 
adventure addicts like us? 
Quite^a lot really, as I shall 

M.U.D. 



stratdons of this huge data- 
base — and very impressive 
it looked too! 

Roy Trubshaw, i 



by confirming that it was 
highly unlikely that MUD 
would ever feature 



St? 






the t$UD stand v 
helpful, and should you 
have any problems or ques- 
tions regarding this terrific 
new database you can be 

over backwards to help. 

Domark 

X was delighted to have a 
lengthy natter with Mark 
Strachan, Domark 's boss, 
and also the young Mathew 
ently won 

TW 



o solve the df 



Mathew was not the first to 

ffinsrsrtsEifss 

over three months ago, but 
he thought the solution was 

started again oi 
track! I bett 1 — 
is kicking h: 

"But wha 
2?" I aske 
replied, "ttiat is a posslbili- 



a different 



vould b 



with a storyline, with some 
help from the original 
designer of Eureka, Ian 
Livingstone, then yes there 
will be a sequel. There 
• it Jus 



Eureka players Is that a I 
complete solution will be I 
published in book form I 
before the end of the year at I 
a very reasonable price I 
(Mark says it could be as I 

the 60 S 000 ormore^ 'prop™ I 
who bought Eureka will be I 



waiting w 
— I wul! 







They are tentitively 
planning a March launch 
for the game, but as yet do 
not know what machines it 
will be available for, how 
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1 




lynesoft 



Although I wasn’t very in 
with the arcac 
17.96 for the pa: . 
represent great 

Melbourne 
House to release 
“Astrix”! 



duce an adventure based on 
the popular cartoon 
character Astrix. 

” ork, which has 



already begun, is very com- 
plex so at the time of going 
to press a release date has 
not been set. The game will 
follow the original 
storylines as closely as 
possible, and It will feature 



Beyond’s new landscapini 
epic “Sorderon's Shadow' 
is already heading fc- 
success for the Sped 



big 



should be 
available soon. The game is 

have a machine that this 
game runs on. . BUY IT! 

The Commodore 64 ver- 
sion of the “Lords of Mid- 
night" sequel “Doomdarlcs 
Revenge" should be 
available by Christmas, and 
Beyond inform me that we 
should be seeing some more 
projects from ’Midnight' 
programmer Mike Single- 
ton, but when they are not 
sure. Whatever they - 



will have the fascinating ti- 
tle "Trekdower". It is good 
to see that someone is still 
producing high quality pro- 
grams for the software 






"Mugsy's Revenge", the 
sequel to the popular game 
"Mugsy" will hopefully 

November/December. As 
can be seen, the show had 
quite a few things to offer 
the adventurer, and I 
believe we are entering a 

ware development 
age of the advent 
dawning, 

You may remember last 
month I did a review of the 
very silly program "The 
Secret of St. Brides" by St. 
Brides School. Well, not 
content with giving your 
beloved Encrlptor a mild 
le of brain-damage, they 



inFOConv 



: 



' ' 





Amongst 300 worlds lie 30 Sentinel Bases. 

Legend has, they are impossible to reach . . . 

XCEL. A stunning new game from Program Techniques, featuring state of the art hi-res graphics and movement. 
Available from all good software retailers for the 48K Spectrum, coming soon for the C64 and Amstrad. 
R.R.P £795 

DISTRIBUTED BY ACTIVISION (U K.) Lid. 

DEFY THE LEGEND! 







ADVENTURE 



you through 

The secret diary of this 

spotty schoolboy has been a “a* 

bestselling book and a top S® tt sh S g YoS r tlf r™ 
TV program now it’s a game. a“ ^ 1# i*Sg I £n£ 
Will it be really Pabbo or a — p1 ^- — - y ‘- 

simpering wet? Jayne Goin 
does the homework. 



It's been bad enough com- 
ing to terms with this acned 
shell which I call Adrian, 
but my growing pains are 
nothing compared to the 
agonies which I had to bear 
with the publication of my 
diaries, the TV series and 
now this! 

I’ve just seen Brain Box 
Henderson bragging that 
he beoame a suburban pro- 
digy the first time he 
played the game and that 
he's got a laser printout to 
prove It. Added to this, the 
more Impressionable third- 
formers are wearing stick - 
on acne spots and those 



I suppose I shouldn't 
complain, even though I'd 
rather be renowned for my 
poetical prowness, because 
Pandora Is looking at me 
with adoring eyes like the 
dog has when he catches 
- - eating a Mars bar. 



Sia 

he player Is 1 



more understanding about 
poetic license. 

I have Just been playing 
the game at Nigel's house. 
It's very unnerving being 



i bit like when 
ur English^ 



redo 



with all of the other 
characters in the story (ex- 
cept creep Lucas, my 
mother's lover) without ap- 

sawiiTS 

ing popular. 

There are four sections 



homework t „.. .. 

Invited right. After playing for 
hours I still can't achieve a 
higher rating than spotty 
schoolboy and I feel sure 
that this will make me 
apathetic In adult life. 

Each section oovers 
three months of that 
with my L» Year'! 
Resolutions and, after a bit 
of a preamble, the computer 
informs the world that 1, 
Adrian Mole, scored 40%. 



ve always been 

exceptional. 

Once again I experience 
my first meeting with Pan- 
dora, the girl who will one 
day be Mrs Mole (though 
she's always played hard to 
get), and how I lost her to 
Nigel my so-called best 
friend. Why Pandora, why? 

I also meet Bert Baxter 
through my Involvement 
with the Good Samaritan 
group at school. He Is a 



nent. 








ULI! 










‘il 



ADVENTURE 



. 



pensioner who 



Should I go to Nigel't 



indly the correct decision is n 



People religious 



pupils against the regime of 
headmaster Scruton? All 
these decisions are yours to 
Influence, and welcome to 



dreamt of at the time and, in 
a realistic way, the optlo~ * 
do not necessarily work o 
the way anyone would ii 




like mother 
father. The crumblies li 
together (some of the tl 



— — poems get 

another airing. One day Mr 
Tydeman of the BBC will a 



Brain Box He 

has Bed Moon a 

Dungeon adventures. 



my life an inju 

m adventure, but Level 9 
ti to see it as a multiple 



_r something (yuk). 

Most of the story reveals 
•dless of my feel- 



preciate me for the genius 
which I possess. I'm 
especially pleased to see 
that my English essay 
"Despair" gets a special 
mention again, Despite the 
publicity received by this 
poignant story about a 
hamster with an incurable 
disease I'm still waiting to 
’ if Radio 4 wish to use 





she’s burnt plenty of st 

in her time). Then I 

myself casting a spell over I 
my parents with a self- R 
penned spell which turns I. 
their marital blitz Into bliss ■ 
and makes the dog do whatB 









e of the evil* 



and I’d be made Poet 
sate and accept the! 
n which Is rightfully* 



fe is interrupted by a deci- 

there are three options and, 
depending upon the course 



Unfortunately, 1 



Sue Townsend v _ 

claiming most of the credit, ■ 
after an she is one wh 
stole my diaries in the firs 
place and sent m 
metaphorically naked Int 
the world. Pandora still bi 

S£»g 



hen she gi 




h my mothi. 

mi- uucas (the Creep), 
estranged husband of — 



xt door neigh 
anwhile, I'm still 



he suffered, 

everyone suffered. Normal- 
ly I'd say this was a truly 
Socialist approach but I 
don't think Neil Kinnock 
would agree. 

One saving grace , of the 



lg grace. of the 
_ attempt to in- 
tellectualise its appeal by 



adding ; 
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nJSSS&tSet 



A new and 

exciting, split screen, 
computer slot car racing set 
for 2 players. 

► 50 different built-in tracks with editor 

► 10 different vehicles (each Customizeable) 

► 14 Gravity settings (e.g. : Moon, Earth and Jupiter) 

► 4 completely different background scenarios 

► Design and build your own deadly tracks 

► Grand Prix, Motocross, Road race, Dirt and Test track surfaces 

► Ram your opponents using your Crusher capability 

► Drop land mines and oil slicks behind you 

► Split screen racing showing BOTH cars together when neck and neck 

► Play the computer or a friend 



ailable Irom all good software retailers - if its not there, please order it - or in case of difficulty send 
:.r crossed cheque/P.O. made out to AriolasoftU.K. Ltd., including your own name and address, to 
niasoft U.K. Ltd., Suite 105/106, Asphalte House. Palace Street, London SW1E 5HS 
'!/ CING DESTRUCTION SET - Commodore 64 Twin Pack cassette -E12 95 Commodore 64 disk - £14 95 



ariota 



HIGH PERFOAMANCI 



, 

■ 









Thenyou can settle Old Scores. Cryptic from 
the start, Old Scores is a mystery to everyone. 
Even I haven't got a clue what it's about.' 

So it sounds as if you'll have to play it by ear. 

When that little lot's gotyour brain in a 
flat spin andyour knickers in a twist, you'd 
better gelyourself straightened out... 



We Make ’em 
Good... 

□ Here's a couple of 

challenging new games to 
lockyour brain cells into 
over-drive. 

First, there's Magician’s Ball. Enigmatic, 
enchanting and totally captivating, it's a 
weird and wonderful adventure story set to 
the haunting music of Tubular Bells'. 

Sheer magic. With graphics to match. 



...&WeMake 
’em Better 



Operation Caretaker is a 
computer care kit complete 
with a cleaning tape and 
built-in demagneti5er. a 
tape to check azimuth 
alignment and a spedaljy 
designed screwdriver to 
adjust the head alignment. 
And all instructions are 
displayed dearjy on screen. 

Now, isn't that better? 



SPECTRUM, AMSTRAD, 
COMMODORE £9-95 
BBC/ELECTRON £10-95 



Delivery within 14 > 

S SEND TO GLOBAL SOFTWARE. 

■J PO BOX 67, LONDON SWS 

^ * or phone us on 01228 IT60 (24 hrl 








WARGAMERS 



ners Series 
ed to combine 

elements ot a strategy game like 
chess with the added 
of graphic arcade sequences, 
games require skill and mental 
and are designed for the person 
wants a serious but stimulating 
game. The strategic level of the 
game is played on a map system, 
can if wanted be played in an arcade style. 



. COMMODORE AND AM^TRAD 

BATILE«> BRITAIN 








PH 





ADVENTURE 
. M'N'E'W'S 



Screenplay l 
but I"— ' 



strong roleplayin 
Indeed they a: 



{e of time by having a 
■ ‘.splaying flavour, 
•hey are neither 
Iraphic adven- 

jrm a grouping 

The two games oast you 
as the Warrior of Ras who 
must explore a castle in 
Dunzhin and a cave in Kaiv 
In search of a treasure. This 
changes in every game as 
does the castle itself and in- 
cludes obieots such as the 
‘ htful amulet of 
" and the "Wither- 
ing cross of Wyjen’ 1 . 

You start the game as a 
pretty feeble level 1 
character whose combined 
attack and defense combat 
‘ iren’t going to give 
tie's monsters too 
many sleepless nights. 
Your body iB in a puny 
-•-— and will damage easi- 

s will end quickly at 
hand's of ghouls, 
skeletons and dwarves. At 
this stage you'll be ready to 
criticise the games basic 
graphics which depict you 



additional hi 

from a Ghoul may stun you 
and one from a cockatrice 

In addition 
monsters that 
kill there are pi 
o trip o 




'Title: 







It's always a pleasant 
change to find an adven- 
ture game whloh does not 
Involve dungeons, dragons, 
spaceships or aliens. It Is 
rarer to find one with a real 
sense of humour but Ter- 
rormollnos Is exceptional. 

The game takes place on 
a horrible package tour to 
an equally awful coastal 
resort In Spain. Accom- 
panied by your trouble- 
some family, the challenge 
is to survive the trials and 
tribulations of your holi- 
day and to keep your wits 
about you and take 
souvenir photographs to 



tainly least, the rest of your 
family. If you fail to get 
everything together before 
the taxi arrives you fail 
before your begin, if you 
suooeed then you're well on 
your way to the holiday of a 
lifetime (hopefully only 
once in a lifetime). 

Beryl and the two kids 
turn out to be a real pain in 
the hacienda, wandering 
off and getting into trouble 
and you spend a fair 
amount of your time acting 
like a human sheepdog to 
keep everyone together, Oo- 



searchlng high and 
through the house 






J 




because you only have 
twelve exposures and ten of 
these must be the correct 

e ito the shot develops on 
screen using a system 
which the programmers 
call Sauclvision. The 
graphics look like those 
naughty seaside postcards 
which you send out to 
make your maiden 
blush. 

re sufflcien 



created by the authors of 
Hampstead and It shows. I 
pit a definite hint of 

and this - 

the knife. The problem 
that the situations a 
recognisable to anyone wt 



r previous effort 



blems are the other tourists 
and the fact that the place 
is full of foreigners. You 
even pick up a smattering 
of Spanish as you wander 
through your nightmare. 

the most awful adventures 

package which I have ever played. • 
— gloriously and 



/Wfnrm 

LIVING 




’s age when compared 
some of today's games bus 
Is nonetheless a very 
challenging game to play. 

The plot is one that has 
been used many times In 
adventures, namely reseu- 
‘ " e princess fror “-a 



o be accessed which tends 







For a book as well loved as 
Lord of the Rings, it is 
hardly surprising that peo- 
ple should want to satirise 



impts at LOTE, 
h called Bored of 



similarity ends though not 



Originally produced by 
Delta 4 Software for the 
Spectrum suoh has been 
the interest in this game, 
that It is now being 
marketed by Silversoft with 



uld take the opportunity 
furning up at the wrong 
place at the wrong time, 

S ou overhear Bimbo and 
randalf discussing the 

lemming to get rid of the 
ring for them. Falling 
straight into the trap, you 

istonishing lack of deft- 
less, you catch the ring 
'hat Bimbo has hurled at 
irou. On examining the 
ling, you find it blank ex- 
sept for some strange runes 
which say “Made in Hong 



Storyline 

Difficulty 8 ™ 
Value for money 




/el/ take you beyond 
the Spectrum. 



QUICKSHOT II AUTO RAPID-FIRE JOYSTICK 



SPECTRUM INTERFACE 



SPECTRUM UPGRADE KIT 

' - ■ 



TURBO INTERFACE 



TURBO INTERFACE 



Please send me Spectrum Turbo Interface® at £22.95. 

_ Quickshot II Joysticks) at £9.95. 

— Spectrum lnterface(s)at£9.95. 

Spectrum Upgrade Kit(s) at £21.95. 



□ I enclose cheque/postal order □ charge my Access/Visa 



Telephone 

24 Hour despatch tor credit cards and postal orders (7 days tar cheques) 
All products are fully compatible with the Spectrum. Spectrum + 
and Sinclair Microdrives. 

Ram Electronics (Fleet) Ltd V\V\V\ 

(Dept CG ).106 Fleet Road, 

Fleet Hampshire GU 13 8PA Bw / // *— *\ W 

ade art Export enquiries wlconte. 




SILVER RANGE... Seems 







A whole new world awaits you and your 64. The world of 
Prestel. Micronet, Vlewfax. Homelink, CIBservice, etc This is the 
world of product reviews, mainframe games, home banking, 
business information, commodity futures, armchair shopping, real 
time conversation, electronic notice boards, helpful tips, ICPUG, 
news. Telex-Link, Mailbox. Chatline. Gallery etc This is theworid 
of telesoftware, with programmes to download Into your 64 and 
save to disk or tape. Many telesoftware programmes are provided 
free of charge or at nominal cost 

Dialog with over 600 massive databases on call and almost 
unlimited information on just about any subject is accessible from 
your 64. together with BT Gold, Easytlnk. One to One etc., with 
electronic mail, business sen/ices and telex facilities. 

You can link to Bulletin Boards inyourarea for local news, club 
news, letters, jokes, poems, helpful tips, etc It's a whole new 

Take the first step. Make a giant leap for your 64. Communicate 
with Modem House and you'll soon be talking to other ’64 users, 
linking to other micros and swapping files, tips, programmes or just 
chatting. 

Modem House are the largest suppliers of Commodore 
communication equipment. We also supply complete systems for the 
Pet 2000, 3000, 4000 and 8000 senes. 







HOUSE 



The most popular 64 micropack In use today, will link you to 
Prestel, Micronet800, Viewfax 258, Homelink, Farmlink, Citiservice, 
etc From Modem House, the complete system is on offer at the 
incredible price of £99.95 inc VAT. pip. 

Optional terminal software to link you to BT Gold, Easyllnk. 
One to One, Dialog and Bulletin Boards is available at £29.95 inc 
VAT, pip. 

Complete Commodore 64 micropack 

special price £99 <95 inc. VATpip 

fora limited period only. 

Special, special offer, order your 64 micropack now and 
get a FREE quarter's subscription to Micronet 800 and Viewfax 258 
jPrestel Microcomputing!. 





Dungeon ■ 
Dres sing* , pL 



Gordon Hamlett continues* 
his series for adventure 
authors with a look at 
magic. 



Magic may appear In many 
guises. Last month I looked 
at the basic ideas Involved 
In using magic In an adven- 
ture This month I want to 
consider the sort of spells 
that you might consider us- 
ing. The article consists of 
two main lists, and Ideas 
can be freely swapped Bet- 
ween them. For example, 
an Invisibility spell could 
be cast from a ring, potion. 



Sources of Magic 



Once you decide to allow 
the use of magic In your 
game, you muBt be very 



dominate things. It Is all 
too easy for a player with 
access to spells to become 
too powerful, destroying 
everything that you have 
put In front of them with 
fireballs. Invisibility spells 
and the like. But fear notl 
player an easy run for his 



covered (or even If It 
magical at all!) but left 
work It out for himself bj 
means of trial and ei 



spell might last only 

turns whilst potent spells, 

lightning bolts might only 
have a limited number of 
charges left in It. A device 
for controlling animal! 



rather than hand them over 
willingly. 

Finally, just when the 
adventurer is getting oom- 
placent, get your own back 
by poisoning the odd po- 
tion. cursing the occasional 
weapon and writing scrolls 
In exploding runes. Magic 
should work for you as well 
as against you. 
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Special Offer 



It’s a Grime! 

KJC are launching this new 
game especially for those 
beginners who want to join 

cheap garne^The Idea being 
that after a few turns of 
Crime you’re ready for the 



UPDATE 

This month Peter Bertin 
delves into the Tribes of 
Crane plus we have news 
of an exciting new game 



frc 

g 



ge 

S 

th 

iel 



pc 



CC 







By Peter Berlin 



Imagine that your table 
begins to rock, ^entlyand as 

fbe familiar view begins to 
fade and Instead you see 
the oalrm shallow seas ^of 

washing drying on the line 
gou^oan see^the sails of five 

the y breeze. In P the 
foreground, the board deck 

heaves gently In the swe§ 
and on the horizon you can 
clearly make out the low 
dark mass of land for " 
seas of Crane are all i 



player 



P Starting 



coloured p 



deadlines. You send In your 

they send it back, filled In 
on the back, the GM side, as 
soon as they can. Usually 
this is inside a week but 
around Christmas and In 
i periods of collective 

-’-en all the big 

.liances decide 
h other at the 



front taverns' of the seaport 
you visit, and you take a 

over your problem. 

Suddenly you are 
responsible for the whole 

children and the six huge 
arks, the slow floating 
' ~n which they 1 



gressive they will attack at 
your command; If you wish 
to trade they will become 
merchants. The tribe will 
move as often as you can 
get your moves In to the 
games master and their 
level of contaot with other 
tribes will be determined by 
the amount of effort you 
put into writing and 
telephoning other players. 

Your tribe could easily 
have been a merchant tribe, 
a warrior tribe or a wander- 
ing tribe, but the freedom 
of the open sea appealed 
and here you are. Your pro- 



piyslcs "there is 
on Crane), 
vague, it ought to 






batUes°for e> 



Is larf 



TB IraSft 



the mountain ranges 
west. However Gra’ 
fine port! " " 



italysingly 



the chased 



of the brief rule book, 'a 

details of the tribe's struc- 
' re, a oouple of scraps of 
| J ir which give 



.it information 

pie of oitles with grid 
numbers close to your own 
and a couple of mimeoed in- 
formation sheets. If you're 
a sea tribe they'll probably 

ships’ and the 'general 
naval combat' ones. There 
is also a frighteningly emp- 
ty form; the TURN SHEET. 

The rules explain the 
simple basic mechanics of 
Crane. The game Is an ongo- 
ing and open ended postal 
game run professionally by 
Mitregames. Unlike other 
postal games it has no 



ADVENTURE 



i governing 'pit 
(what are pit war- 



help imitate the fog 

''Grayhill (square 31-9S) 
isolated " 






ley safely and pur- 
id the two ships you 
uadgeted for. On the turn 
sheet there Is a little stamp 
telling you "In sector 88-OS 
you passed the Ithilien peo- 
ple who weren't flying any 
flags." and there is a note 
in the GM comments that 






' you wonder. 



rules do not limit actions 
but act as a framework on 
which players ' " • 



that hiht 

au amaiices ana organisa- 
tions which you didn't even 
imagine existed. "From: 
Yelmallo of the Spartans", 
reads one “to: all of Crane. 
Smash all^ the Cult! 1^ Now 

anything else to destroy 
world. Whc ' 

There 









like: 



Belgarlon of the Alorns To: NING: 



porary creations, a skillful 
and hardworking player 
can oreate the illusion of a 
huge alliance where none 
exists. If you join any, who 
you join is decided by your 
instlnots. The two unions 

younger wargame's who 
plan rape and pillage while 
listening to Saxon records. 
If you are slow replying to 
~ — he might t — — 



Lonymous' letter: “W 



d help? 



.. Jrayhill's 

lifeline to the 

of Crane, It Is home of a 
klnglord and the popula- 
tion of i'3°0^ says^our 

orange piece of P paper tells 

E i similar Information on 
city of Call. The most In- 
teresting Information is the 
list of prices in the two 
cities which reveal that 
where ships costs 80 gold 
pieces In Grayhill they sell 
for 93 In Call. There you 
can buy trade goods for 11 
to seU for 80 In Grayhill. So 
you point your ships 
toward Grayhill and head 
off on the first step toward 
converting your 100 gold 

S ecqp-Tnto a fortune hoping 
ere aren't any bits of land 
between you and the port. 

Within a week your turn 
sheet comes back Inform- 
ing yoi 



of C 

change Info. r . 

Contact me. Small medium 
sized tribes especially 
welcomed. Write to: Mr Col- 
in Free, Maycross Avenue, 
Morden Surrey." A David 
Eddlngs fan, but beggars 

you've sent off your second 
turn detailing your move 
out of Grayhill toward Call 
ntaining 
idress Fo 



comes a small, fat 

newsletter. On the inside 
baok cover is a statiscal 
resume from which you 
learn that the Sagyanak sea 
tribe have 10816 members; 
more than 10000 









iformatlon sheets t 



dark alliance. 



reply 
wrath: 
Blue C 

»»'! 



To quote ‘Eddi the 



reply that the let- 



Call because you’re not a 
White Star League member 
and there's a little card 
from the Dolphin tribe who 
saw you In Grayhill (how 
did they do that? you didn't 
-Te anybody) asking yc- *- 




There are players from the 
Grand Union telling you 
not to join the Dark Union 
and the Empire telling you 
not to join the Hellenic 
league and they all tell you 
not to join the Cult. There 
are teenagers in Bristol 

parents are out to explain 
how they are building a 

players who know as little 
as you eager to pool theii 
tiny bits of informa’ ' 



that, in any case, you know 
the Nighthawks have been 
looked up for massacring 
peasants that will usually 
save you from 'sudden 
death' . 

Other alliances, like the 
Cult, tend to be more 
pacific, at least on the sur- 
face, and dedicated to trade 
and running happy cities. 

discovered ^the WSL is close- 
ly allied to the Cult you join 
that and carry on trading 
with Call. Of course you 
also Join the Empire and 
the Hellenic league on the 
quiet to keep your options 
open and increase your 
chances of a position runn- 
ing a character like a 
citylord. which are exactly 
allocated by leaders of 
Alliances which control 

Now when vou open 
it and let 



-iiformatioi. 

i ^ painstakingly 



of Crane, computei 

produced, arriving in the 
" * — wodges of playei 



your morning post ai 

your imagination w 

over your morning coffee 
you look out of the cabin 
window ahd see 40 sleek 
long ^shlps^ where only six 
sluggish arks. distinc- 
tive pennant of your 
alliance flaps from your 
warning off potential 



goufrom attack and, or 



persuade you to join their 



units, di 

mour. Beiore you o 

StKer l e ab vJe 6 re 1 

ips of paper, you 
i (lies full of inforrt 
ets and c< 

the resi 

leadership 



nouncements by the GM oi 
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Send for full colour product 
leaflet (enclose a stamp) 
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FROM PAUL WOAKES 
AUTHOR OF ENCOUNTER! 



DU CHOOSE 
ACTION IN 



MERCIA 



Mercenary - a unique combination of flight 
simulation, adventure and arcade fun. You choose 
the action. 

There is complete freedom of movement in 
a truly three-dimensional vector-graphic environ- 
ment Graphics of exceptional speed create a 
very realistic experience. 

You’ll never play the same game twice. 
Random elements attempt to seal your fate. 

Your interaction is crucial. 

Mercenary presents an absorbing challenge 
that you will accept again and again. 



INITIAL RELEASE 

FOR COMMODORE 64 ATARI 48K 800 XL 130 HE 

CASSETTE £9.95 DISK £12.95 \\ 

NOVAGEN SOFTWARE LTD: SALES 142 ALCESTpBROAD BIRMINGHAM B13«HS 





RESULTS ! 



This month we annouce the winners 
of four fantastic competitions. 



The Great 

Alligata 

Knockout 

In this two part i 

finalists from the e 
our boxing quiz am 
them to fight for 
ous Mitsubishi e 
disk system. 

The contest woe 
on the Alligata star 
PCW show and as 
testants had sor 
minute praetioe th 
was cleared. 

After keenly 
quarter finals the 



IS 



Magic 

Mushrooms 

Remember the Magic 
Mushroom Competition in 
the August issue? The idea 
was to design a screen for 



from Acornsoft where 



'o rounds but ir 



Mushrooms. £ 



all I 



(the Speedy Spaniard I, Mar- 
tin Birch (Slyslow), Chris- 
tian Faulkner (Indiana 
Ironfist) and Algan Hop- 
wood (the Floating Fragle). 

Two fights later the 
finalists were deoided. It 
tie between John and 

had Algan on°the a ropes 0 °A 
left cut later and he was 
saluting to the crowd. 

Algan started the second 
bout with a flurry of pun- 
ih took the final to 
id deciding fight. 



deslgnable. 

The standard of entries 
was very high and Judging 
them all properly was a bit 
difficult, but after this 
mammoth task we have 
come up with the winners 

here. He is Christopher 
Brooking of Aldershot, his 
design was playable, had 
novelty value, and obvious- 
ly ^had a lot of thought put 

Firebird 



ches whl< 
a third ai 
Both 1 
ly a^ punch « 

the third, John deoided t_ 
finish it and with a right 
hook became the cham- 
John won the compact 
disc system worth over 
£750 and the runner ups 
each won £50 worth of 
Alligata software. 

Final results 

The Alligata Knockout 
Champion — John Pacheco, 
London Colney Finalist — 
Algan Hopwood, London. 
Faulkner, Derby — Martin 
Birch, West Leigh. Quarter 



templating buying it 
I’m trying to talk him 
of it. But, as it is only 



Buy This'? Well there are 
enough bad games out for 
The honest approach ts 
taken by Hayden ‘flattery. 

Andrews of Northampton: 
Dear Eecaan, 

think Don't Buy This II 

recovering from Don't Buy 
^ I think your magazine is 

SKH* SSmKS 

should stuff ‘Don't Buy 
This IT were Faul Kierman, 

Kellie, and 3. Arnold. They 
all get sentenced to a copy 
of ‘Don't Buy This"! 

Alligata Fishing 

AL! you hadiddockl to do in 
out all the fishy puns and 
tell us how many there 



awful puns could be 
thought up by so many peo- 
ple. ie. Mark Roake of Wok- 
ing with his 'piano tuna' 



’n'H 



VTCSa 



•as a 
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Geoff Capes, Strongman 
is the first sports 
simulation to use icons. 
Tony Hetherington 
investigates. 



sent the upper arm, lower 
arm, upper leg, lower leg, 
torso, shoulders, hands 
and feet. In between these 
musouler icons are the ef- 
fort bar, score, time and 
qualifying time displays 
and a graphics window 
showing the current event. 

The Events 

Six gruelling events form 
the strongman challenge 
each with a qualifying time 
which must be met before 
you can attempt the next. 



Complete all six and the 
sequence is repeated but 
with tougher times to beat. 

The events which consist 
of the truck pull, car roll, 
log chopping, barrel 
loading, sumo wrestling 
and fairground bell fall into 
three distinct types, each 
with an unique way of con- 
trolling Geoff. 

The truck pull and car 



ly the effort you 1 

to put into it. The amount 
of effort exerted by Geoff is 



muscles move and tt_ 

likely you are of beating the 
qualifying tf ” 
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s both ft _. 0 

the qualifying tin 

y through &e log. 



quenoe of loon flashes 

keep up and will no doubt 
lead tp mistakes. Your pro- 
blems.are aggravated by the 
fact that the more effort 
you tfse the quicker the 
selected muscles will tire. 
This fc shown by a loss of 
the muscles energy and 
since the game ends If just 
one muscle Is exhausted 
you have to carefully 
balance the effort you use 
and your own ability to 
keep up with the sequence 
In order to beat the qualify- 
ing time with enough mus- 
cle power left to tackle the 

Luckily you get an 
energy top up after 



blems the amount of effort 
that is required will change 
during the event. For ex- 
ample rolling the car that 
has just dropped on an 
oriental gentleman will re- 
quire a lot of effort to lift 
before a sustained push to 
roll it over. Slmalarly all 
the effort In the truck pull 
> comes at the start as you 
fight to get it moving. Once 
its rolling less effort Is re- 
quired as longs as a steady 
rhthym is maintained. 

Finding the right 
rhythm Is toe key to suc- 

In the fairground bell 
event the player controls 
i the movements of toe legs 

■ to find the optimum speed 
it which Geoff should ap- 

■ proach the bell before hlt- 
I ting it with the hammer to, 

■ hopefully send it to the top. 
■Pushing the joystick left to 
“right Imitates a step with 

that leg but only If it mat- 
ches the timing determined 
by the effort used. If your 



mistake could be costly. 
Finally the log chop poses a 
completely different pro- 
K ' — of cutting through a 



SSSiK 



. - the back of the 

lorry. Then its back down 
the stairs for the other four 

Sumo Wrestling mixes 
the problems of sychronis- 
ing your leg movements 
with the problems " 



i faced 



Both 



aggressive opponei 
i of you are trying 



block 
shortest possible time. 

The amount of effort you 
use controls the speed that 
toe axe passes along the log 
whereas a pres of the 
joystick button will send it 
crashing onto the log. The 
log is made up of blocks of 
three different types of 
wood. Soft wood will be cut 
by a single blow whereas 
hardwood and knots re- 
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N°1 Spectrum multipurpose interface with 

1) Fully automatic and universal 100 “ push-button 
back-up of any program to cartridge, disks, wafer, tape 

2) Joystick interface 3) Composite video interface 

All three in one compact box at an amazing price of £ 39 . 95 ! 




Unbeatable value & specifications 



oMltifaee oac essential spectrum companion 



rlAWg- lKPHf g 



Wriggkf 



'jric t vnwMfii 



. Ini f tturopean orders please Please send me (tick as applicable) MULTIFACE E39 9S □ 

q ' aaa ti t^rseaeCTI TBANS . EXPRESS eertndge C99sn tape (to# m-drlve) C 7 95 3 

or debit I disk (Opus Discovery) £9.95 water (Rotronics) £ 9-95 □ 

patH ovmrv MUSIC TYPEWRITER €7.95 3 with supplement € 995 O 

® P¥ WRiGGlfR Spectrum tape £ A 95 C o. cartridge C 695 C 

WRiGCIFB AmMt.id tape € > 95 c- fla.i version t • I 95 , i 

77 Dyne Road London NW6 7DR S 24 hrs SI °'ders 0892 834783 2? HI 





IET TO STUN... 

, READY TO RUN 












cuddly little dragon 



y f 1 



a School p 
maybe ni 
rifyingl). 



go round a = — 

friends the laser guns and 
the missiles turning up. 

As a game in Its own 
sequel to a game as radical- 
ly new as Zaxxon was a few 
MR 



a lot easier, though similar years ago, uua is 
and instead of the saucers disappointing, 
screen you are greeted with 
another landscape fortress 

sequenoe I thought PLANET RATINGS 

'Super* would mean that 



5 « 



-e back for their 

“"The’ ■arts. or«. 

K game Is It's PBlon Chess 
3D graphlos. Psion say 
their chess program 
was developed on a 

11/750, 1 don't know 

Intelligent developed their 
chess program on, but P-- 
graphlos aertalnly look ... 
good. Indeed they look bet- 
ter because the Amstrad 
has more colours available 

more reallsflc. 

As far as options 
there is all the usual c. — 
that you would expect such' 
as 9 levels from "" n 
seconds to two and s 



, play 



three special 1 
moves, swoi 
analysis, save game, . . 
both sides, hint, printer, 
selected promotion, two 
human mode, and lots of 
other functions In these. 

The graphical display 
excellent as you oan s 
from the pictures here, the 
pieces move slowly, br* 
then chess players are a 
normally renouned f( 
their incredible lighten!! 
fast reflexes! 

As well as the perspec- 
tive graphlos (well, 









Black .Hole — f— I Th . 

I 01 as anything that gets too close 
I I is Immediately sucked Into the 
vacuum, A game given this 
description is totally void of any 
interesting features. 

White Dwarf This is a small dying star that is 

w now far from it's best. Any similar 
1 1 games may lack lasting appeal. 

Bright Star — r— i Like your sun. games given this 
I O I description will be bright and in- 
I I terestlng and will support intelli- 
gent life. 

Red Giant — r— i Brighter than a bright star such a 
1-0-1 game will have an outstanding 
i ' I feature or game system. 

Nova — 1-1 If you see a game with a Nova 

-Q- rating you should Immediately 
rush out and buy it. Novas are 
bright and spectacular and can in- 
fluence neighbouring planets. 
Supernova— rriThla is the ultimate in stellar 
|j"f| systems for this incredible explo- 
L_J slon of a star can effect entire 
galaxies. If a supernova game 
runs on a computer that you don't 
have then buy the machine and 

Nebula — Although at first nebulae look 

15 cl bright and interesting they are in 
L-l I fact constructed totally from hot 
gasses. Beware of any game carry- 
ing this symbol as you will pro- 
bably find it disappointing. 

Planet ratings Game symbols. 

Planet ratings are marks 
out of five for specific areas 
of a game. These include 
Originality, graphics, use 
of machine and value for 
'"'originality — How 
original is the game? Is it a 

completely new J J “ 

the 83rd vers 



E3 ff X 



intimated Ultimate. Dop- 
pleganger is a perspective- 
type graphios adventure 
game with PULL colour 
graphics (not just shading 
or monotone) and one or 
two very big differences. 
^The first big change is 

characters to manipulate. 
The character^ (a magical 



replenished by finding the 
recharge area, The amount 

~ i^jet atta(5ced 

' The game consists of 25 
trance to the rooms can on- 
ly be used by one, the 
other, or both of your 
characters. Some rooms 
can only be accessed by get- 
ting the correot colour cod- 
ed key. 

Objects to help you In 
your quest are scattered in 
various places, such as a 
shield to stop the spiders 
from biting you, a mirror to 



Eecaans Star Guide 



,ry strong 

three special modes should 
give even the best player 
some practice. MB 

PLANET RATINGS 



Originality • 

Graphics ■•••• 

Useof machine 
Value for money ■■■•• 






are gold, e 
i Ingots. 



gaze, and various other Im- 
plements that I haven't 
worked out the use for yet 
such as a candle, book, and 
a thing that looks like a 
key, but Isn't a key? 

Scattered around the 

Retrieving 

points. ° To complete the 
game you must get five of 

The game is easy to con- 
trol, once you have got used 
to the diagonal movement 
and the odd collision detec- 
tion for the walls and the 
objects, all is well. 

So far I have covered 21 
of the 25 rooms — yet I still 
end up drowning and with 
a miserable score 

My overall impression of 
this fame is very good, I 
find Ultimate's Ultimate 
style of game a bit difficult 
to get started with and to 
master, this game is a lot 
easier to start with, but 
then the difficulty ramps 
up providing the player 
with greater and greater 
challenges as the game pro- 
gresses. Nice one Alligata. 
PS. I now know what the 
candle and key's for. Any 
ideas about the book ap- 
preciated. MR 












y original 
sr 200 dlf- 



to play especially when t» 
of you are playing togethe 
Go and buy a copy . G 

PLANET RATINGS 



highly addictive gan 
than reactions 



STAR RATING 
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e game 
:t fight 



Seiddab are bach. 

Those backward baddies - 

(Seiddab is baddies spelt with your la 



find sc 



E3 i 

I first saw this game on the 
Vectrex video games 
machine, it was a reproduo- 
“~~i of an arcade game '«■* 



p %, Commodore ve 
' this game is also qu; 

scratch. The game 

is^played^ on a 3D grid 

nasties coming up the grid, 
or web, and either roaming 
around or blocking off 
chunks of the web so that 
your maneouvreability is 
impaired. 

You have a small sapper 
craft that can move up and 

web and from strand to 
strand aoross (. 



has been blocked. Though a 
blockage can be cleared If 
early enough. 

After a certain number 
i of nasties have been cleared 
' you knock out the giant 
spider that appears and go 



| of play is needed fc 
[ them — especially I 
upside-down ones! 



PLANET RATINGS 
Originality 
Graphics 
Use of machine 
Value for money 




game by Dragontorc 
author. Steve Turner. 

To say Astroclone is a 
complex game is little of an 
understatement as its 
played in three levels or 
phrases. If you are to com- 

K ite the game you will 
levels. 

At the highest level la the 
strategic game in which 
you must deploy your 
foroes to counter the Seid- 
dab invasion. Once your 
forces are allocated the bat- 
tles in each of the 25 sec- 
tors begins. 

Obviously battles only 
occur where opposing 
forces meet and take the 
form of defender style, 
‘shoot anything that moves 
game’ in which you mu 
fight your way through 
destroy the 8elddi 
cruiser. Once you have 
cleared the sector you can 
dock with the sector base. 
~ - Dragon- 



put a spanner in the works 
and destroy the oomplex. 

If you're successful you 
haven’t too much time for 
self congratulations as the 
war is continuing in the re- 
maining 24 sectors. 

This mixture of strategy, 



people months to solve. 
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STAR RATING 



E3 A 



formed that the instruc- 
tions were incorrect and be- 
ing altered accordingly. 
— r MJ — -* it challenging 



oleaner in a mad inventor’ 
laboratory, and owing to ai 
industrial accident no 
covered by the Factories 
Act you have suffered a 
split personality. Not only 



found your efforts. 

The opening screen of 
the game takes place out- 
side a large door to the 
laboratory and you have to 

bolts and pull levers. As 

J ou can Imagine Alphonse 
is wandering around pull- 
ing the bolts you have 

levers so your 5 work Is cut 
out trying to pass the first 
hurdle. The hint she 

Inhowtc 

iubseque 1 — 

iual success still requires a 
lot of practice. 



evil. Everything tl 
does. Alf 2 tries to undo. 
This is the basis of y 



quire shee: 



switches in a particular 
order and there are even 
dummy switches which do 
nothing at all Just to con- 
fuse you. It’s enough to 
drive you mad. 

Alphonse is quite an 
amusing character with a 
funny walk and the anima- 
tion of falls are well done. I 
especially like the way Alf 2 
thumps Alf 1 if the two 
should meet and also the 
little tantrums which Alf 2 
throws when defeated. 

I was pleased that I was 
encouraged to persevere 
with this game otherwise I 
may have passed it over 
and missed all the fun . ED 
PLANET RATINGS 

Originality •••0* 

Graphics 0000 

Use of machine 000 

Value for money 0000 

STAR RATING I O I 

Bright Star I I 
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the. regiment of guards li 
an attempt to free her from 
Akuma’s evil clutches. 

This is yet another game 
which 1 suspect was first 
released In the USA as a 
disk based game because 
each section has to be load- 
ed from tape Individually. 
Mercifully each part Is 
speed loaded so there is not 
much waiting around to be 
endured. 

The first part, like the 

beautifully animated and 
shows the Imprisonment of 
the beautiful Mariko before 



crouched ready to spring 
Into action. In his running 
mode our heroic champion 
Is defenceless and must 
take care not to approach 
an opponent too closely 
otherwise death will come 
with the first blow he In- 
evitably receives, Best to 
stop too soon and move 
cautiously forward. 

After overpowering the 
guard at the gate you pro- 
ceed at speed through the 
courtyard eliminating 

m 



Is wasn't enough, 

ance to the 

__ hampered t 

bamboo portcullis w 
descends to spear the 
wary attacker and a p 
for deep thought 
necessary to survive 
test of ingenuity. 

Now the going gets 

tougher. A grotesqi 

nen ate a r P ?h a an Whr "' 



.^e n d y .Te te i 



cessful karateka 
who finds a way 
come this fighting fiend 
and to penetrate the door- 
way behind him which hr" 
a magical forcefield whic 
prevents your advance. 

I have already said th 
the graphics are excellent 
but the beautifully 

do result in a loss of spec 
which some people ma 
find annoying but I can 
say that I did. 

The addition of the linl 
Ing scenes emphasising tl 
storyline addB to the overa 



well crafted and profes- 
sional product which would 
grace anyone's collectir- 

PLANET RATINGS 



Title: Stealth 

Computer: Commodore 64 

Supplier: Ariolasoft 

Price: £9.95 




S * A 



quirements with the enemy 
craft zeroing in merciless- 
ly. The missiles look in- 
credibly good as they 
approach from the dlstanoe 
and^hopefully miss their 

distance between the 
Stealth and the Tower 
decreasing, you find t' 



The graphlo effects in 
the game are masterly, giv- , 
ing a real feeling of a hostile 
3D world and the speed of 



Although a 

shoot-em-up, this get 
adrenalin flowing esp 



3I«V 03S-IACLES 
*!g ©JM 

*• <A, 4^ 

see 

OiERCY rieuos 




When Starion appeared on 
the Spectrum a few months 
ago, elite was at the height 
of its, not inconsiderable, 
impact on society. 

The introduction of a 
game with similar 3D 
graphical effects was lap- 
ped up with some relish by 
mega-game hungry Spec- 
trum owners. 



P. after a number 



„ there is a save 

i, though the other- 
i^good^manual does n-‘ 
he battle s 



■ lot of playing. 
PLANET RATINGS 
Originality 




ompany 
My trusty Quloksiiot'had 
barely recovered from the 
bashing it received ' 

playing Decathlon 

what happens? Daley 
Thompson's Supertest is 
released, that's what hap- 
pens. 

There are eight events 
for you to try your hand at, 
four on each side of the tape 
Three of these eight — cycl- 
ing, rowing and tug-of-war 
— require nothing more 
“■-n furious joystick wag- 





mingly. On one dive two of 
the Judges gave me 1/10 
and 8/10. This is the sort of 
thing that you expect from 
the Eurovision Song Con- 



Pistol shooting presents 
you with six potential 
targets, one of which turns 
towards you for a few 
seconds. Aiming your 
sights is a very confusing 
affair at first. This is true 
especially with a Joystick as 
you can only move up and 
across — moving your 

move your sights left takes 

COMPUTER GAMER NOVlL 



_ 1 keep the fire I 

depressed determine 
re the ball goes. In my 

by the goalie or went miles 
wide but amidst the occa- 
sional goal, I did arrange 
""9 spectacular shot which 



9 . 

T 



through the *J£L S4“ 
That said enough, it plays 
wuite well and I suspect 
that it won't be long before 
high scores and pokes start 
appearing. qh 

PLANET RATINGS 

Originality •• 

Use of machine •** 

Graphics ••• 

Value for money ••• 
.STAR RATING I r . I 

| Bright Star I I 
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I ought to get one thing out 
in the open right from the 
start — I am not a football 
fanatic. I hated playing it 
as a kid, I never collected 
sweet cigarette cards of 

Jbscu— ' 

Leytoi 
England .. 

Cup I horrified friends by 



playing. Yet 

working of fate, I guess) I 
w halfway interested 



thanks to Ooean's new foot- 
ball simulation — supplied 
by the Gamer staff on the 
assumption that everyone 
who enjoys the occasional 
beer must also like football. 
Sorry lads, I never wanted 



jumps around a bit as the 
scrolling rushes to catch 
P Thls (and the detailed 
but static crowd) does point 
up yet again the memory 
limitation of the Beeb but 
the game is still very en- 
joyable and, more impor- 
tant, very playable. There 
are full options for one 
player against the com- 
puter (a vicious taokler. !), 
two player, joysticks, 
keyboard and redefinable 
keys. Having a wife even 
less keen on the game than 
I am (sole response: ' 'U 



times when the opposing 
player has th? ball — do 
you chase down the field 
with a player close to the 
ball or wait, Immobile, un- 
til the ball is close enough 
to another player for him to 
be activated? Tricky too is 
playing the goalkeepers — 
he crouches when the ball 
is close enough but 
defenders in the goal area 
will not allow you to con- 
trol him until it is probably 
too late. He can make div- 
ing sales or jump to block, 
but sadly cannot rush the 



d goal k 

and strength controlled^ 
Throw-ins, interestingly 
enough, do reveal the 
game's two major bugs or 
problems: firstly, the 
screen does not scroll if the 

try and recall where your 
other men are and throw 
off-screen to them and, 



my copy went mysteriously 
straight from 90 minutes to 
warning and no half time) 
and a goal update are visi- 
ble on the half-way line. 
Annoyingly the game is so 
mega-protected that it will 
default to game over if the 
Joystick signal becomes at 
all distorted. 



challenging. 

S' 



inly really annoying featur 
s the overlapping of player 
’-‘"i, which makes a 



_ of distorted 

pseudo-sprites. And, muoh 

redoubtable" 1 Editorial 
Assistant, there is no op- 
tion for a hooligan mode. 
There are simulations and 





REVIEWS 



have a distinct size, an 
weight (which restricts th 
number you can carry a 
any one time) and mos 
have a specific use. Th 
t important ones ar 






is result of all this Is a 
rue 3 D arcade adventure 
n which you can actually 
ise the objects you find 
ather than merely collec- 
them. Round the whole 



only be repleated by taking 
over another droid or fin- 
ding one of the recharging 
stations somewhere on the 
ship. 

The ship has many decks 
to be cleared and when you 

particular deck, the lights 



are ^getting 



the status Yndloa^o™ 
register a green light, 1 
the faster and further yc 



into something worthy of a 
second glance. 

As a follow up to Grlb- 
bly's Day Out, Paradrold 
fulfils the promise of better 
things to come. The screen 
scrolling Is exceptionally 
smooth and the implemen- 
tation of a rule that droids 
remain Invisible unless 
within direct view nf the 
paradrold adds 
of surprise to thi 



light turns red and you 
become the object of atten- 
tion by the higher level 



* 



missiles, machine guns. 

The Idea of the game Is to 
drive down the road 
shooting all the baddies 
and acquiring more 
weapons by ‘docking’ with 
a weapons van which will 
re-stock your supplies of 

Various baddies are 
docking your way and try- 
.ng to knock you off the 
road, you can of course 
’-nock them off as well. 

Occasionally you can 



change your 01 
where there ai 



flcultles of islanders and 
depthoharges. 

^The game Is very fast 
though It 

to have two stick down 
Joysticks to play it as you 
need one to control the car 
and the other to control 
which particular weapon 
you are going to deploy 
next. A game well worth 
looking at. MR 

PLANET RATINGS 

Originality mmm 

Graphics 
Use of machine 
Value for money 
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demanding on the whole 
i — » *-! poaitloning 



ritation which unfor- 
tunately plagues you 
throughout the game. This 
distracts from the games 
appeal as you know you 
can easily kill them yet 
they persist in bugging 
you. I would have thought 
it a better idea if they left 
you alone after you found 
the sword. 1 doubt this 
would seriously affect the^ 
game as there are plenty ofH 
other nasties out there to™ 
get you. 

Most of these other 
enemies lurk unseen In the 
ships cabins waiting for 
you to enter when they 
decide it's "dinner time" 
and leap on you. Unfor- 
tunately they seem imper- 
vious to your sword thrusts 
and running away seems to 
be the only way around the 
curious collectic 



se have so far halted 



ships interior only to find 
duplicate landscapes 
although this time coloured 
grey or red rather than 
brown. 

All thlngB considered 
Blackwyche is another 
disappointing 64 game 
from Ultimate which is a 
shame since their Spectrum 
track record in the shape of 

and Knight Lore promised 
so much. TH 

PLANET RATINGS 



going to be harder than it 
first seems for first you 

of a castle with the doorway 
to the next area guarded by 
monster. For example, the 
guardian in the first area is ' 
a Minotaur who will quite 
happily smack you if you 
even approach it despite 
your trusty sword. 

it with the right spell. 



The spells are usaully I 
hidden in chests in the cen- I 
tre of the impressive scroll- 
ing 3D rooms but are 
guarded by monsters, 
These you can either fight 
with your sword (by waggl- 
ing the joystick) or by fir- 
ing one of your depleting 
stock of fireballs. Both the 
sword and fireballs are Just 
two items in a scrolling 
menu of options that can be 
selected from your pool of 
spells which also includes 
the vital HEAL and TELL- 
TALE spells. 

HEAL is self 

planatory and rest 

your energy and hit points 
— *— lost during 



Fireballs, Heal and Telltale 
spells but if used unwisely 



@ V l 

Topper the Copper is a top- 
hat with legs. Topper the 
Copper is a policeman. Top- 
per the Copper is a maze/ 
platform game with a varia- 
tion: you have to solve a 
crime by hunting down the 
information you need in 
safes hidden around Mad 
Marvin's caverns. 

A murder has been com- 
mitted by one of seven 
suspects. Topper knows 
that there are eight clue 



0 » 1 



p with a mission 



1"E 



implete with 
quarters and of course 

These pester you end- 
lessly draining your life 
energy which rapidly drops 
to 0 when a huge skull ap- 
pears that laughs evilly as a 
ghostly hand drags you 

However, after only a 
few attempts at the game 
you should find the sword 
" ' kills them. 





o-handed sword qulel&yj 
some players may find that 
there is not enough zip for 
** t *— nd Doth 



peclally when leaping 
d ducking the arrows 
at periodically come your 



As you progress towards 
the temple you come across 
assorted objects left by 
previous adventurers and 
working out how to use 
their reported magical 
powers is vital to your pro- 
- in the game. Scoring is 



depends 

hife.yo. 



Following hot on the heels 
of Way of the Exploding 
Fist Melboune House have 
released a second combat 
game, this time set in an- 

Fighting Warrior puts 
you in the position of try- 
ing to rescue the Princess 
Thaya from the clutches of 
**•" evil Pharaoah (please 

i spelling Melbourne 

House). Armed only with a 
two-handed sword, you 
must battle against the 
Pharaoah's magicians and 
force your way across the 

where the princess is * 
The first thing you 
itlce about the gams is the 
iperb quality of the 
graphics. The characters 
— huge and beautifully 



scrolling 
of assorted 



-~ i crib sheet that w... 
guide you through the first 
area but it still requires 
some time to complete it — 
even with his help. The pro- 
blem lies in the fact that 
although some spells are 
easily found and added to 
your collection for future 
use others aren't. Some 
spell chests remain invisi- 
ble until you oast a FIND IT 
spell others are triggered 
automatically and might 
reveal a secret door or 
magic portal, however this 
might happen five or six 
rooms away and so you 
may never discover what 
happened. 

Controlling the 
character is a little difficult 
je not only do you have 



e 1 and 2 



keys to scroll through th- 
spell list while readying the 
fire button to cast the spell. 
This all becomes almost im- 
possible when a mean look- 
ing nasty is bearing down 
on you particularly when 



H H 



This latest ge 
Anlrog Is the f: 

British trivia ga 
In an appearance. Each of 
the flayers attempts ^to 
pie by answering questions 
which fall in six different 
categories. Having achieved 
this, he must then answer a 
chosen by his opponents. 

Play takes place by mov- 
ing round the board accor- 
ding to the roll of a die and 
answering questions as you 
go. If you get the question 
right, you get another g 
The object is t< ' * 

key squares. 



b first of the 



ri parts.' 
plus sldi 
f 

questions ^ Th ‘ 
gram asks the question and 
you shout out the answer 
before pressing a key to see 
whether or not you were 
correct. This is a muoh bet- 
ter method than In US 
Gold's Monster Trivia 
answ bt In, as it avoids pro- 
blems such as being mark- 
ed wrong for World War I 
when the program was ex- 
pecting First World War. 
Any such differences can 
now be settled amicably 
hetween players. 

The questlc 



he pie. So how does 
e play in practice. 
:e the curate's egg, 



Title: World Cup Football 

Computer: Commodore 64 

Supplier: MacMillan Software 

Price: £7.95 



i 

It was Plato who first 
pointed out the difference 
between concept and reali- 
ty and that the latter 
always falls short of the 
former. It nothing else this 
package shows all of the 
degrees of Plato's dellbera- 
a paokage 






rategy/actl 

database/q 



pllmentary booklet is ex- 
cellent, The realisation In 
this form falls sadly short 
of the ideal. 

The booklet Is the best 
part, covering skills and 
rules of the game and then 

fetalis of the greats of the 
World Cup Competition 
" i instignatlon in 



of t: 



& Nature and Entertaln- 



walt, there is the risk tl 
you position the tape ino 
rectly and Inadvertantly 
load In the main program 



sonally, I prefe: 
slightly siller b 



them to be 



—Vidual 

preference. There are 1400 
questions In the package on 

plied with a Trivia Editor 
program to add your own 
drawback with this would 

typing the questions in 
you would have a head 
start In that you know all 
the answers! 



:he game from : 
This Is the si 






it I hi 



computer at 






boardgame plays a lot bet- 
ter. Certainly, putting the 
game on cassette has con- 
siderable drawbacks, but 
then, unlike the rest 
Europe and the USA, r 
many people here own dl 
drives which would 1 
mediately solve one of t 
— <- problems associated 
of this type 



he results of all 



_ oomputer i — — 

than merely present facts 
in the same way as a book. 

The quiz associated with 
this section gives multiple 
choice answers. It boasts 
three levels of difficulty but 
the questions do not get 
any harder. Instead the 
time permitted to answer 
the questions is reduced. A 
better method would be to 
allot bonus points accor- 
ding to the time taken. 

For my money the World 
Cup Manager on the other 




fiasco. After selecting your 
team you enter the qualify- 
ing rounds of the World 
Cup^and in theory your 

abilities must be brought to 
for r the'naHon e --- 




jws you to Influence 
ire by indulging i 
mixture of two mine 

Usually, the least bor- 
ing of the two Invites you to 
head a ball In past the op 
posing teams goalkeeper. 
The ball files In from the 
left of the screen and you 
move your player from the 
right to Intercept the ball 
and head It towards goal. 
After a little practice this 
becomes relatively easy. 
The second game is like a 
ariatlon of brickout in 
■hlch the bottom edge of 

‘goalrunlw and 
mg the top of the 
. An outslzed boot 
moved along the bot- 
t and with it you 
ice a ball around 



difficult to keep the 
of my goal until I 



stands the package falls a 
lon^ way short of^the ^ex- 

sophistlcated 64 market 



PLANET RATINGS 



0 



COMPUTER GAMER NOVEMBER 1985 




REVIEWS 




FB #9 l& 

These two disk based games 
from MicroProse represent 
the best strategy wargames 
Although 

countered 
the terrain on which 
battles are fought and each 
disk contains five simula- 
tions of the major battles in 
each campaign. 

- Decision in the Desert 
covers the major battle in 
the North African Cam- 
paign between General 
Rommel (the Desert Fox) 
and Field Marshall (Monty) 
Montgomery from Sidl 
Barani and El Alamein. 

Crusade in Europe 
covers the period from 
D-Day to the Battle of the 
Bulge which was the 
decisive factor to viotory in 
World War II. 



In this way the course of 
history can be rewritten in 
the safety of your living 
room depending on your 
skill at controlling the 
troops under your corn- 

map is drawn showing tt 
relative positions of the 
various army units at the 
beginning of the battle. 
These can be selected as 
icons or symbols depending 
on which you feel happier 
with. 

The prime targets are the 
enemies HQs and supply 
depots based on the theory 
that an army who can't eat. 
can't tight. 

Each battle is played in 
real time so the moves must 
be made quickly if advan- 
tage is to be gained. A sense 
of time passing is given by 
weather and status reports 
flashed across the top of the 
screen and as day turns to 
night the screen colours 
change to give a visual in- 



ll 



Joystick is allowed, and fine 
control with this is a bit 
cumbersome, I found that a 
trakball on JS mode was a 
lot better, though it is a 
shame that the game can- 
not^ make use of the TB 

white-cross method, with a 



cycling power 
side -of the sci 



...e screen. Unfor- 
tunately there is no option 
for spin or anything other 
‘han a straight shot. The 
eemsfo b< 

ift? 



3 method 
>e a bit strange as 
im to get credited 



> a bit distressing a 
? seem to have no inei 
at all, they are either a 



ed than these games can 
show, it does give some idea 
of the problems faced by 
the two armies trying to 
supply lines open 



is..*; 



going at a constant speed, 
or they stop dead. 

Not really bad, but not 

e enough to stand up on 
vn as a game in its own 
right. 

The second game on the 
tape is soccer, this is the 
real saving grace of the pro- 
duct. The game is played 
over a scrolling sreen tak- 
ing up about three screen 
widths. The little men (and 
they are little, but this is 
due to the Atari's graphical 
limitations rather than any 
part of the program) run 
1 reallsitically f - ’ 



This game is very 
playable and is full of op- 
tions for the number of 
players, computer oppo- 
nents, number of joysticks 

On the whole, the excep- 
tionalness of this game 
makes up for the blandness 
of the snooker game and 
makes the whole tape much 
more worthwhile. MR 

PLANET RATINGS 
Originality 

Graphics •(■• 

Use of machine •• 

Value for money 
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Gwl @ fl i 



e suitably 



SH 



Using overlay t 
(ie. only having tho uuuims 
of program in the machine 
that you are using at that 

have a program that taken 
up the entire disk. I don't 
know if Sorcery + does fill 
it all up, but it certainly is 
The ^continual disk ac- 
cessing could be annoying, 
but the Amstrad disk 
system is very fast and 
quiet, so that all you notice 
is a slight hesitation bet- 
ween tyhe screens that 
need a disk read. 

affect? Chapt 



/problei.. . 

(adventure) enviror 
The graphics 

bottom halts of the screen, 
keeping detail where it's 
needed and colour where 
it's effect is best. 

Sorcery Chapter 1 com- 
prises 47 screens, but the 
real plus (ho, ho, ho) is the 
extra S3 screens of Chapter 
2. In this section you must 
defeat the necromancer, 
this will give all those peo- 
ple who completed Sorcery 
something else yo aim for. 

Sorcery was the best 

Sorcery + is fetter. MR 
PLANET RATINGS 



ed to good effect. Chapter Nova 



STAR RATING 



begin. 

urm has very definite 
ideas about where everyone 
should sit and you have to 
move the friends from place 
to place around the table 
until Orm is satisfied. Then 
he will go and fetch his 
birthday cake. 

While he’s away Crow 
pops his head in and In the 
panic that ensues everyone 
gets their glaces mixed up, 
again expects you to sort 
them into the correct order 



and then the 
but the game 



The graphics and sound 
are really cute in this game 
which gets to be surprising- 
ly difficult at times. I can’t 
see very young children 
playing this game but the 
whale of a time. 30 

PLANET RATINGS 






,y h beg1ns 



0 



Devil's Crown 
Amstrad 



£13 F3 ff A 

Orm and Cheep are enjoy- 
ing a oertain degree of 
popularity as children's 
television favourites. Now 

E'~ 



Orm and Cheep: The Birthday 

Commodore 64 

17.96 



correct one a keypress will 
cause Or m to ask for 



tie game thrown in for good 



have been found. Cheep 
sets off in search of their 
friends and the first maze 
is entered. This should pose 
no real problem and can 
easily be explored. 

Hedgehog, Snail and 



=JK 



Mouse are somewhere hi 
but so are the 

Rat and Cat w 

be chased away If tl 






oan help. As Orm indicates 
an ingredient in a speed 
bubble, Cheep starts flut- 
tering above each jar in 









animals is with Cheep at 
the time. 

find Mole in his under- 
ground passages. It is best 
to start a little map at this 
point because the region 
can be quite disorientating. 
Each . time you enter a 
room, your entry point is at 
the bottom of the screen. Bo 
if you now turn left 



entry point is 



b the be 



H ff X 

Another aroade/actlon 
game for the Amstrad, 
though this time set in the 
wreck of an old ship with 
you in a sort of midget sub- 

The object of the game is 
to replaoe all the seven 
jewels in the crown 
(haven' 



_ object that 
you find with an equivalent 
solid object. Then you can 
— ’ — - flashing Jewel 



with a solid t„_, 

Jewels and hey-presto you 
have r — ’ 



^ finished/ 



will be extremely playable 
for the experienced arcade/ 
adventure (what a clumbsy 
phrase) player, though the 
beginner might have a few 
problems if not guided 
through some of the earlier 
The graphics are quite 
exceptional and are as good 
as the amazing Sorcery, 
that shocked the Amstrad 
world when that was first 
launched at the beginning 
of this year, and is pro- 
baMy at the limits of^what 

cellent and mode 0 is used 
■ • ' effect. 

f those games that 
really get lr 



"sr. 



it as 2 minutes. 



e you silly after 



screen to screen all sorts of 
nasties get in your way, 
ghosts appear to take away 
all your possessions, fish 
puncture your air tanks, 
and your air tanks slowly 
run out. This and all the 
puzzles that need to be 
ed make the 
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-RENEWS 



j,b I persistently r: 

>f fuel and had to ba 
out of my ‘glider’. 

If technical ace 
not your main requirement 
from a flight simulator but 
realistic action is, then this 
is probably t v ~ j — 1 — 



fng back^ the - joystick 'and 

> check the overall map to 

liect your target and then 

fe° U towar<S S the Vrea. y ?he 
view from the cockpit gives 
a very good impression of 
speed and height and 
although not 'realistic' it 
lives an excellent impres- 
sion of mountains, trees 
tnd waves depending on 
.he terrain which you are 
flying over. The tilting of 
the horizon as the plane 
banks is fast and rolls and 
loops are possible (whether 
intentional or not}, 

ISSSE 

guises: naval convoys, for- 
mations of jets, helicopter 
supported ground troops 
and deadly SIM rocket 



G 



cipally an educational 
package but there is plenty 
oft^gameplay contained 
Donald wants to build a 
playground for his three 
nephews: Huey, Dewey and 

Louie. This will cc“ 

which Donald < 



I Donald 
nas to nit aDout like crazy. 

In the Toy Shop Donald 
has to collect toys from the 
conveyor belt and deposit 

correct oolumn of the 
display shelf. He must also 
keep a weather eye out for 
the arrival of the Amquack 



rport Job Involves 
_. labelled packages 
correctly labelled 







>r all Vlo SO 



Downhill Skier. Now I have 
finished showing you how 
to program, I’ll now pre- 
sent some games, so you 
up. The other computers I 
shall be covering are: the 
CBM64, C16. Spectr 
- - — C/Eleotron. 

' " a game for 



ImImmLmJL 



d the BBC/E 
We start w" 
e Vic 80. 1 



programs which must be 
typed in and saved in order. 
Then you load and run the 
first program and, from 
then on, everything is 

r Instructions 

you are a skier at the top of 
a mountain. You must 
avoid the trees and knock 
over the flags. Your con- 
trols are Z-left and M-rlght, 
joystick. You move 
gonally and continue in 
t direction until you 




Here are the letters and 
poke codes: 

Skiers AB EF 



The flag is J which is 10 

The Wol is K which is 11 

L which is IS 

The lightning M which is 13 

N which is 14 

and the block is @ whioh is 

0. 

Hi-Score table 



Program 1 

Program 1 is just a title 
page. As the name suggests, 
it has the title and author's 
name only. 



e high s 
ioes.lt W! 



direction, a realistic sound 

Graphics: GDGs are used 
Moving: Joystick or keys 
Title Pages: Program 1 is a 
Presentation- is used con- 
taining most of the con- 
cepts used in Article 7. 
Hi-Score table: An eight 
place hi-score table is in the 



Graphics in 
detail 



8 S flags 

7 3 flags 

8 8 trees 

4 Lightning 
3 Wol 
3 1 skier 



I will only give you c 



The owf (orNlTOL) is 1 by a 
The lightning is 1 by 3 
The block (which X did 
manage to design myselfl) 



7l\ 



you 

posi'.io 






id luck! 



30 



Clears the screen, sets the cursor colour to 
white and the border and screen to black 
Prints the word "DOWNHILL - ' diagonally 

Print the word "SKIER'' in 3 by 5 blocks, 
using reversed spaces for the blocks and 
leaving a space between each letter 






a line a: 



Leaves another U 



underlines SKIER 
gain as blocks 
prints “BY R P 



Eut°it h 

eight because of memory. 
In the print out it goes 
through from eighth to 
first, giving a screen to 
each number. On the screen 
is the number in 3 by 5 
blocks, a symbol and the 



Leaves another line and prints ' 'GRAPHICS 
BY WOL" 

Waits, using a FOR NEXT loop 
“NEW’s the program and automatically 



iO PRINT'S IS ■! MHIMI » 
70 PRINT** IE» HI *1*1 Ml Ml * 
BO PRINT** Id *1*1*1 *1 *1 

90 PRINT*:* IS 
100 PRINT’MBY R.P. NEMAN* 

110 PRINT'SERAPHICS BY NOL* 

120 FORTMTOlOOOOiNEXT 
130 P0KE198, 10:P0KE632, 13! : NEW 

READY. 



Program 2 



The programs 

Even though the Vic only 
has 3 Sit memory, I have 
used .Ik, by having four 
. pro«: nils: 

- ogium 1 is a title page 
I 3 is the graphic 
I 4 is 'he actual game. 



ners and Commodore logo and M,T,G a: 

Leaves a^lnes^pace 

Print out the word WAIT in 4 by 5 bloc 

using the same format 

Sets up the User defined graphic space 
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lumbers 1 and 2 letters A 



Is the tree and the flag numbers 9 and 10. 
letters I and J 

Is the Wol, numbers II and 12, letters K 
and L 

Is the lightning, numbers 13 and 14. let- 
ters M and N 

clears the screen, sets the cursor and 
border to black and screen to white 
Prints the title with the 2 skiers around it 
Prints the top halt ot a lightning bolt 
Prints "BY R P NEWMAN" with trees and 
lightning bolts around it 
Prints "GRAPHICS" and "BY" on top of 
each other 

Draws the owl and Prints “WOL" 

are a FOR NEXT loop, at the end of which 



the oi 






10 PRINT - r3X :P0KE36B79, 8 
20 PRINT - ! — I ! I — I — I ! — I — • 

30 PRINT*! — 1 1 I I 1 1 I ■ 

40 PRINT - ! ! I II I ! - 

50 PRINT - ! I 1 I I 1 1 * 

60 PRINT’WST 

80 PRINT - ! I I I I I ■ 

90 PRINT - ! Ill II I - 

100 PRINT - ! I I I I I 1 ■ 

200 F0RT= 1 T05 1 1 : P0KET+7 1 68, PEEK 1 32768*T I 
:NEXT 

205 P0KE36869,255 

210 FORT=7168T07287 : READA: P0KET, A: NEXT 
215 DATA2SS, 255, 255, 255, 255,255, 255, 255 
220 DATA3, 3, 1,143,79,47,31,7,128,126,0,2 
26,228,232,240,192 

230 DATA7, 6, 6, 6, 6, 6, 13, 27, 192, 192, 208, 24 
0,224,192,128,0 

240 DATA1, 1,0, 71, 39, 23, 15, 3, 192, 192, 128, 
241,242,244,248,224 

250 DATA3, 3,27, 15,7, 3, 1,0,224,96,96,96, 9 
6,96,176,216 

260 DATA24, 24, 60, 60, 126, 126, 24, 24, 24, 56, 
120,8,8,8,8,28 

270 DATA127, 127,73,91, 127,105,97, 97,97,6 
5,65,65,1,127,10,0 

280 DATA1 , 2, 4,8, 16,32, 127,2, 4, 8, 16, 32, 64 
,128,0,0 

300 PRINT TU'iPOKE 36879, 24 
310 PRINT* AB tfflONNHILLB EF» I CD 
:€KIERS GH" 

315 PRINT"*TO(!li» ■ * » P W » » » H « K 



320 PRINT - ."! a BY R.P.NENHAN 9 IN" 

330 print’ aero graphics:*ihm 

BY 9 

340 PRINT"® KYilLelBISHOLB 

350 FORT = 1 TD1 5000: NEXTT : POKE 198 , 10:P0KE6 
32,131 

360 POKE 198,10: P0KE&32, 131: SYS64824 



Program 3 



3 is the Instructions program. 

Clears the screen, sets the cursor to 
the border to black ar 1 " 



every other line printing it out letter by let- 
ter to a machine gun sound 
waits, using a FOR NEXT loop 

set the instructions in AS and print them 
out in the aame^wa^ with the printing corn- 

waits, using a FOR NEXT loop 

reset the computer and automatically load 



10 PRINT - : 1 * - :P0KE36869, 255: PDKE36879, 2 
4:P0KE3687B,15:A=36876 
20 A»=" AB EDONNHILLB EF CD 
E5KIERB GH - 

30 F0RT=1T0LEN (AS) :PRINTHIDS (AS. T, 11 ; :F0 
RN=255T0 1 28STEP-6 : P0KEA, N : NEXTN : P0KEA , 0 : 
NEXTT 

40 PRINT: AJ="MMS8Y R.P.NEN!!ANWi:~lK 



50 FDRT=1T0LEN(A«) :PRINTHID*(AS,T, 1 ) ; : FC 
RN=255TD128STEP-6: POKED, N: NEXTN: POKES, 0: 
NEXTT 

60 PRINT:*»="SMS6RDPHICS 9.T4 
BY N0L B.:r 

70 F0RT=1T0LEN (AS) : PRINTNID* ( A$, T. 1) : :F0 
RN=255T0128STEP-6: P0KEA, H: NEXTN: POKED, 0: 
NEXTT 

80 FORT=1T050QO:NEXT 

90 PRINT"."* If i 

100 A*=" INSTRUCTIONS" 

1 10 F0RT=!T0LEN!AI) :PRINTN!D1 IA*,T,l);:F 
DRN=255T01 28STEP-6 : P0KEA , N: NEXTN: POKED, 0 
: NEXTT 

120 PRINT:A$="«e»iaYDU BUST CONTROL YD 
URMSKIEfi D0NN THE PISTE PNWI0DIN6 THE 
TREE 



130 F0RT=1T0LEN(A4):PRINTNID1(D(,T,!I; :F 
0RN=255T012BSTEP-6:P0KEA,N:NEXTN:P0KEA,0 
: NEXTT 

140 PRINT: 0»= - YflaY0U BUST HIT THE FLAGS! 
FOR POINTS." 

150 F0RT=1T0LEN(A«):PR1NTBID4!AJ,T,1!::F 
0RN=255T0 1 28STEP-6 : P0KEA. N: NEXTN: POKED, 0 
:NEXTT 

160 PRINT: A*=” ®EK CONTROLS B" 

1 70 FQRT= 1 T0LEN (AS I : PRI NTH I D« IA«, T, 1 ) \ : F 
0RN=255T01285TEP-6: POKED, 8:NEXTH:P0KED,9 
: NEXTT 

180 PRINT: A«="E) OR USE JOYSTICK" 

1 90 F0RT= I T0LEN ( At ) : PRINTHIDS i DJ . T , 1 1 ; : F 
0RN=255T0128STEP-4:P0KEA,N: NEXTN: POKEA.O 
: NEXTT 

200 PRINT: AJ="*ISa GOOD LUCK ! * 

210 F0RT=1T0LEN (AS): PRINTHIDS (AS, T, 1) ;:F 
0RN=255T0 1 28STEP-6: P0KEA, M: NEXTN : POKED, 0 
: NEXTT 

230 FORT=1T010000:NEXT 

240 POKE 1 98, 1 0 : P0KE632 , 1 3 1 

250 POKE 1 ?8 , 10 : P0KE632 ,131: S YS64824 



READY. 



READY. 




48K ZX 
Spectrum 



TURTLE 

SOFTWARE 



48K ZX 
Spectrum 



The Epic 

£8.95 CHART BUSTING EARTH SHAKING MIND BLASTING £8.95 



ALIQUID SIMPLEX 



SPRAYMANIA 



SNAKES ALIVE 



Mad cap maze chase. Simulated two channel sound (its loud), different mazes and 
nasties, superb animation and graphics. 

Omni-directional super fast spray 'em up action. Very large smooth graphics, different 
nasties, sound and high score. 

A maiden to rescue a castle to explore and evil guardians to defeat. Progressive 3D 
animation, great graphics, sound. 

Thrilling non-violent arcade adventure. 48 graphic locations, superb sound, smooth 
movement, high score, definable keys. 

ONE MAN & HIS JOB Nine screens of platform frustration. Great graphics and sound, high score table, 
definable keys and menu selection. 



SIX SUPERB COMPLETELY ORIGINAL ARCADE GAMES ON ONE CASSETTE. 

/a Retailers contact us direct or your distributor 

-€) Mail order and overseas (add £1 per cassette) from: 

TURTLE SOFTWARE, BRIDGE STREET MILLS, WITNEY, OXON 0X8 6YH t 



■November 





gSfi 



Bob Chappell Is a familiar 
-name to avid readers of 
games reviews. He writes 
for several magazines and 
has been playing games for 
a long time. This book 
shows It and oould prove 
Invaluable to devoted 
followers of the four 
popular games for the BBC 
Micro featured here: 
Philosophers Quest. Castle 
of Riddles, Voodoo Castle 
and The Count. 

The idea Is that the book 
comes to your aid at vital 



: In a South 
a Torture 
Coffin. As a 



Chamber 



out and provide a solution 
to that particular dilem- 
ma but without going any 
further, leaving you to 
carry on enjoying the game 
without everything having 

bS Tt the begTnning of each 
game there Is a contents list 
of problems. So if, for ex- 
ample, you are stuck at the 
Pool of Ink in 
“Philosopher's Quest”, you 
find out that it Is problem 
40, look It up and battle on. 
Actually. I think the solu- 
tions would have been 
easier to find If page 
numbers had been given ln- 
number. 

Some of the descriptions 
make such fascinating 
reading that even if you 
don’t have all four games 
featured, I bet you'll end up 

end of the book 
are four maps, one for each 
game, to help you further 
In your quests. It’s a bit 



boring to look at: the pro- 
blems themselves are so 
varied and amusing that 
surely a few accompanying 
Illustrations could have 
been added. 

The book strikes a fine 
balanoe between helping 
you out a bit and giving it 
all away. It’s great fun to 



you how to write programs 
that are oloser to life than 
most existing games. For 
example, when a ball Is 
bounced, it doesn’t keep 
bouncing up the same 
height forever as It does In 






height with each bounce 
until eventually it just rolls 
away. Reproducing t'-‘* 



quite _ „ — 

batch of books In for review 
this month and I’m going 



with something 

that’s a bit different. The 
sub-title of “Programming 



i make you: 
) realistic” ( 



very challenging way. 

The author Is an expert 
in cybernetics (wot?) and 
says that his aim Is to teaoh 



real effect is not easy and 
this Is certainly not a book 
for beginners, but It could 
make games programming 
a whole lot more 
stimulating If you are get- 
ting a bit bored with the 
same old routines. 

There are four main sec- 
tions: ball games, flight 
simulators and two on 
space travel. In each sec- 
tion the physical laws affec- 
ting certain effects are ex- 
plained, such aB the effects 
of weight, thrust, drag and 
buoyancy In aerodynamics. 
The author then explains 



o achieve the effects 
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If It sounds fairly heavy 
stuff — it is. You need to 
have at least O-level maths 
and a sound understanding 
of trigonometry. But it is 
quite readable and there 
are plenty of clear 
diagrams to help explain 
things. It's not right that 
all books should be aimed 
at the beginner and this is 
one that advanced pro- 
grammers are likely to 
welcome. Certainly it will 
give new zest to your games 
writing and will probably 
make your friends green 
W £9% 1 think it's a bit 
But there's a lot in 
i well produced, 
challenging and absorbing. 
In fact it’s a book that 
teachers should take a look 
at: it could make physics 
lessons a whole lot more ln- 







about this games book is 
the great lengths to which 
the publishers seem to have 
gone in order to make typ- 
ing in the listings as easy as 
possible. Listings books are 
often very unsatisfactory 
for the poor soul who shells 
out for them: the listings 
can be never-ending and 
difficult to read, the 
descriptions (if any are pro- 
vided) can be so brief that 
they are next to useless, 
and it is easy to end up 
totally lost in a sea of 
GOTOs and GOSUBs. know- 
ing you have gone wrong 
somewhere but with no 
idea where. This book sets 
many of these % ' ' 



for It 



1 should be che 



sion, such as 1 and I, 6 and 
0 and so on. It might be 
very simple, but anyone 
who Is regularly confusing 
the two when keying in 
doesn't stand a chance and 
they actually do often look 
very similar in dot matrix 
printout. (Quick plea here 
for more listings typeset 
properly from disk: the 
technology is here, why 
isn't it being used?) 

Secondly, there is a very 
helpful ''Chexsum” pro- 
gram provided. You key it 
in and save it to cassette or 



more unusual, a list of the 
variables used. Then the 
program is listed, helpfully 
chucks with a "descriptive 



Firstly, there is a useful 
introduction providing 
hints on the pitfalls of typ- 
ing in programs. There is a 



only keying ii_ 

lines at a time and checking 
them as you go. It also 
makes the logic of the pro- 
gram far easier to follow 

digestible lump of several 



criticisms. The main om 
that the listings are a 
faint and could really 
with being a lot darker - 
clearer. Also, the edi 



editing 
in a bit 



the spelling “prograamme” 
used from time to time. 
Small things, but they 
always make me feel slight- 
ly uneasy about overall ac- 
curacy if they have got by. 

The programs represent 
a good selection of different 
types — ranging from ar- 
cade games, simulations, 
adventure games, educa- 
tional and strategy games. 
They are all of a good length 
for keying In (a few pages 
each) but this probably also 
means that they are quite 

— . t particularly 




Jn shot 

what sort of effect you are 
aiming at, and a classifica- 
tion so vnu can easily 
graphics pro- 
whatever you like. There 
•' — al description of 



what lines 
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DON’T MISS OUT! I 

Now that you have read this issue of 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn't it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly 

Subscription Order Form 
Cut out and send to: 

Computer Gamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, 

Hemel Hempstead, 

Herts. HP1 IBB. 



£16.60 for 12 issues UK □ 

£21.50 for 12 issues overseas surface postO 
£28.00 for 12 issues USA surface post □ 

. £57.00 for 12 issues airmail □ 

w I am enclosing my (delete as necessry) 

cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR 

Debit my Access □ Barclay card □ 

| ii i i i i 1 1 i i i i i i i i i i B 



NAME (Mr/Mrs/Miss) . . 
ADDRESS 




A M ST R A D 



By David Muir 



print. The strings contain 
the varying paper/pen col- 
ours as well as the 

defined tunotion give 
(FNa) the player’s total 
assets and (FNb) where to 
print a bar chart. 

Line 620 shows a way of 
handling words that might 

PlU and 



The program is a simula- 
tion of dealing on the stock 
market. The object if the 
game is to become a 
millionaire as quickly as 
possible and avoid going 
bankrupt. 

The game is played in 
rounds ^ whioh are 

month and it begins in 
April, the start of the finan- 
cial ^jrear. Each month — 
— you have to pay your 
broker a fee which is based 



would drop back down to 
16 next round (if nothing 
new happened to petroll 
and you would lose! 

The biggest ' ’killings” 
can be made by buying 
shares when they are low 
but rising. (You are not per- 
mitted to buy a share 
valued at 0 pounds!) For in- 
stance, buy a share at 5 
pounds, sell at 10 next 
round and you've doubled 

Is the danger of the unex- 
pected happening and the 
share dropping to 0. If this 
happens, you lose your in- 
vested money entirely. 
Higher priced shares are 
safer, because they are not 
likely to drop to 0 in one 



the following:- 
1. Bar charts showing pre- 
sent share prices for the 
five companies plus sound 

vestments have risen or 



85 




10 REN DEALER - by David Hoir 
20 REN SET UP 
30 GOSUB 900: GOTO 60 
40 REN PLAYER INPUT 

50 PRINT "PRESS ANY KEY TO C0NTINUE";HH1 
LE INKEY$=" * s HENDi RETURN 
60 SYNBOL AFTER 249 

TO SYNBOL 255, 3, 7, 14, 28, 56, 112,255, 255:S 
YHBOL 254,255,255,0,0,0,0,255, 255 : SYNBOL 
253,255,255,15,31,59,1 15,227 , 195: SYNBOL 
252,192,192 

, 192 , 1 92 , 192 , 1 92 , 192 , 192: SYNBOL 251 , 195, 

195, 195, 195, 195, 195, 195', 195 

BO SYNBOL 250,0,0,0,0,4, 12, 28, 60:SYHB0L 

249,252,248,240,224,192,128 

90 b 1 ock*=CHR* ( 1 4 > +CHR* (2) +CHR* ( 252) +CHR 

4(32) +CHR* (141 +CHR*<3) +CHR* (251 ) *CHR» (14 

XCHR4I0) 

100 top»=CHR4 ( 14) +CHRJ 1 2) +CHR* (255) +CHR4 
( 254 ) ♦CHR* ( 253 ) +STR I N6* 1 3 , 8 ) ♦CHR* ( 22 H-CH 
Rt (1 ) +CHR4U5) +CHR* (0 ) +CHR41249 ) +CHR4 (32 
I+CHR4I15I+C 

HR* ( 3) +CHR* ( 250 ) *CHR* ( 1 5 ) +CHR* ( 1 ) +CHR* 1 2 
2MHR410) 

1 10 top*=SPACE* ( 3 ) tSTRINGI 13 ,8) +CHR* (10) 
+top*+STRIN6*(3,B) «CHR*<10) +block* 

120 DIN cycle(4) ,last (4) ,tiay (4) ,aonth*( i 
1) ,share*(4) , sharenui (4) ,(lash»(39) ,41 (5 
> ,pape*(5) ,plur*(l) 

130 RESTORE 1030:F0R i=0 TO 11: READ eont 
h* (i > :NEXT:FOR i=0 TO 4: READ share*(i):c 
ycl e ( i ) =20+5* I NT (1 2*RND ) : 1 a«t < i > =cyc 1 e ( l 
) : May (i ) =INT 

(RND*2)*2-lsNEXT:F0R i=0 TO 2: READ pape* 

( i ) : papa* ( i +3) =papa* ( i ): NEXT : FOR i=0 TO 

39: READ flash* (i ) :NEXT 

140 DEF FNa=cash+cycle(0>*sharenua (0)+cy 

cle ( 1 ) tsharenua ( 1 ) +cycl e (2) fsharenui (2) + 

cycle(3)*sharenua(3)+cycle(4)*sharenua(4 

150 DEF FNb=14+(50-cyde(k))/5 

160 ENT 1,5,-80,4,5,80,4:ENT 2,1,0,20,1, 

-127,20: »on=-l : go=0: cash=100 

170 REN PLAY 

180 IF cashYlOOOOOO THEN NODE 0: PRINT "C 
0N8RATULAT IONS !": PR INT: PRINT "THEY SAY": 
PRINT "THE FIRST NILLION" : PRINT "IS THE 
HARDEST * : 60T 
0 610 

190 eon=»ontl-H2»(«on=ll):go=go+l 
200 FOR i=0 TO 4:IF cycled I >=100 THEN- c 
ycla(i)= 100 :way(i )=-l 
210 IF cyded)<=0 THEN cycled )=0!May ( i 
>*1 

220 cycled )=(cycle(i )+5*May (i ) > :NEXT:CL 
S 



240 60SUB 260: GOSUB 380: GOSUB 510: GQSUB 
440: GOSUB 410:G0T0 180 
250 REM BAR CHART 

260 IF eon=0 THEN IF go>l THEN NODE 0:PR 
INT " ANNUAL TAX DEHAND ! * : PRI NT : BQSUB 50 
: cash=cash-50-INT (FNA/25) : NODE 1 
270 NODE 1:INK 0,0: INK 1,24:INK 2,11:INK 
3,21 : PAPER OiPEN 1 

280 LOCATE 1,4:F0R 1=100 TO 0 STEP -5:PR 
INT isNEXT 

290 FOR i=6 TO 34 STEP 7:k=(i-6)/7 
300 FOR j=25 TO FNb STEP -1: LOCATE i,j: 
PRINT USING 'b";blockt;:NEIT 
310 LOCATE i,FNb-l:PR!NT USING *&*;top*; 

: LOCATE i,25:PAPER 1:PEN 0:pri ce*=STR* (c 
ycla(k) ) :price*=RlBHT*(price*,LEN(pricet 
)-l):PRINT p 

rice*; : PAPER OsPEN 1: LOCATE i,FNb-l:PRIN 
T share* (k> ; 

320 IF sharemii(k)>0 THEN IF last(k)>cyc 
le(k) THEN SOUND 3,600,40,4,0,1 ELSE IF 
last (kXcycle (k) THEN SDUNO 3,200,40,4,0 
,2 

330 IF cyde(k)=0 THEN sharenue(k)=0 
340 last (k)=cycle(k) :NEXT:LOCATE 1,1:PRI 
NT lonthtlionl;* ROUND’jgo 
350 IF FNA> 10000 THEN cash=cash-lNT (FNa/ 
15) ELSE IF FNAJ1000 THEN cash=cash-INT ( 
FNa/20) ELSE IF FNAMOO THEN cash=cash-I 
NT (FNa/25) E 

LSE IF FNA >50 THEN cash=cash-INT (FNa/30) 
ELSE cash=cash-l 

360 LOCATE 25,1:PRINT "CASH: " icash: PEN 2 

: GOSUB 50: PEN 1: RETURN 

370 REN EARLY HEADLINES 

3B0 RANDOHIZE ITIME):FOR i=0 TO 5ifl(i)= 

INT(RND*40):NEXT:H0DE 1:INK 0,24:INK 1,0 

:INK 2,7: INK 3,21 , 15:PR1NT:PEN 3:PR1NT ■ 

EARLY EDIT10 

NS": PRINT 

390 PEN 1 : FOR i=0 TO 2:PRINT "DAILY *;pa 
pe*(i) j" HEADLINE":PRINT:PRINT:PEN 2:PRI 
NT " *;flash*(f 1 (il)iPRINT: PRINT: PRINT: 
PEN IsNEXTsB 
OSUB 50: RETURN 

390 PEN 1:F0R i=0 TO 2:PRINT "DAILY "|pa 

pe*(i) j- HEADLINE" :PRINT:PRINT:PEN 2:PRI 

NT " "if lash* (FI li)) SPRINT: PRINT: PRINT: 

PEN 1: NEXT: 6 

OSUB 50; RETURN 

400 REN LATE HEADLINES 



420 CLS:PRINT:PEN 3:PR1NT "LATE NENS":PR 
INT: PEN 1:F0R i=3 TO 5: PRINT "DAILY "ipa 
pe*(i ) ; " STOP PRESS":PRINT:PRINT:PEN 2:P 
RINT " "ill 

asht If 1 li)): PRINT: PRINT: PRINT: PEN 1 : NEXT 

: GOSUB SO: RETURN 

430 REN HEADLINE EFFECTS 

440 FOR i=0 TO 5:nue=fl (i):IF nu»<20 THE 

N 490 

450 IF nui<25 THEN nu«=mi«-20;»ay(nue)=l 

*2*(cyde(nue)=100) :GOTO 490 

460 IF nui<30 THEN nua=nue-25: Hay (nue) =- 

l-2*(cycle(nua)=0) :GOTO 490 

470 IF nu«<35 THEN nu»=nue-30:cyde(miii) 

=cyde(nu«)+20:cyde(nu»)=cyde(nu«)v(cy 

cle (null -100) ♦ (cycle Inui) >100) :GOTO 490 

480 nu«=nu«-35: cycle (nu«)=cydelnu«) -20: 

cycle Inui) =cyde lnua>- (cyd e (nue) ) Kcyd 

e(nuiXO) 

490 NEXT: RETURN 
500 REN TRADE 

510 IF cash(0 AND FNA< 10 THEN CLSsHODE 0 
: PRINT "YOU'RE BANKRUPT !*: GOTO 610 
520 IF cash<0 THEN MODE OiPRINT " YOU'R 
E OVERDRANN'sPRINT " AND MUST SELL ! " : P 
RINT:PRINT:GOSUB 50:H0DE liGOSUB 790;G0T 
0 510 

530 MODE 1 : INK 0, 1: INK 1,26:1NK 2,20: INK 
3, 16: PEN 1 : PRINT "YOUR ASSETS" : PRINT:PE 
N 3: PRINT "CASH:";cash:PRINT 
540 PRINTsPEN IsPRINT “SHARE PRICE 
NUMBER TOTAL “.-PRINT 
550 FOR i=0 TO 4:PEN ULOCATE l,10+2»i:P 
RINT share* ( i ); : LOCATE 13,10*2*i:PEN 2:P 
RINT cycled)! sLOCATE 22, 10+2*i : PRINT sh 
arenua (i ) J :L 

OCATE 32 , 10+2*i : PR INT cycled Usharenuel 
i):NEXT 

560 PRINTsPEN 3.-PRINT "(B)UY DR (S)ELL 7 
- OR (C)ONTINUE’ 

570 q*=INKEYt:IF qS=" THEN 570 ELSE IF 
cash >=1000000 THEN RETURN ELSE q*=UPPER* 
Iqt) 

580 IF q*="C' THEN RETURN ELSE IF qt=’B" 
THEN GOSUB 660:G0T0 530 
590 IF q*<>"S" THEN 570 ELSE 60SUB 790:6 
OTO 530 

600 REM ANOTHER GAME OPTION 
610 plur*(0)="":plurt(l)="S":year=lNT(go 
/ 1 2) : ionth=go-l 2*year : I F cashMOO THEN P 
RINT "IT TOOK YOU" ELSE PRINT "YOU LASTE 
D" 



230 check=cash:FOR i=0 TO 4:check=check+ 
cycle (i )*sharenua( i ) : NEXT: IF check<5 THE 
N MODE OsPRINT "YOU'RE BROKE! ":GOTO 610 



620 PRINT year; “ YEAR" jplur* (1+ Iyear=l I 
PRINT »onthj , HONTH , jplur*(l*(«onth=Ui 
630 PRINT:PRINT:PRINT 'ANOTHER GO? IT, 



-AMSTRAI) 



640 q4=INKEYI:IF ql=" THEN 640 ELSE q*= 
UPPER* (q*) : IF q*="N* THEN END ELSE IF qt 
OT THEN 640 ELSE RUN 60 
630 REN BUY ' 

660 CLS: INK 0,4:PEN 1: PRINT "COHHODITV?" 
:PRINT:PR!NTiPEN 3:PRINT ’H - NECH.ENG*: 
PRINT:PRINT *P - PETROL IND.':PR1NT:PRIN 
T "C - CHEN. 

IND":PRINT:PRINT 'E - ELECT.CON':PRINT:P 
RINT 'F - FARNIN6 PRO'sPEN 2:PRINT:PRINT 
! PRINT "(SPACE BAR) TO CONTINUE' 

670 FOR i=4 TO 12 STEP 2:L0CATE 18,iiPRI 
NT ■(■jcyclel(i-4)/2);")':NEXT:PRINT 
680 PEN 1 :PRINTsPRINT:PRINT: PRINT: PRINT! 
PRINT '(PRESS LETTER KEY)' 

690 q*=INKEY*:q*=UPPER*(q*): IF qj=" " TH 
EN RETURN ELSE IF q*=“N' THEN 1=0 ELSE I 
F q4=.*P' THEN i=l ELSE IF q*«*C" THEN 1= 
2 ELSE IF q* 

*'E* THEN i=3 ELSE IF q*=*F" THEN 1=4 EL 
SE 690 

700 IF cycled >=0 OR cashlcycleli ) THEN 
RETURN 

710 CLS: PEN IsPRINT "YOUR ASSETS': PEN 2: 
PRINT: PRINT -CASH: "jcash^RINT 
720 PRINTsPEN 3:PR1NT 'SHARE PRICE 
NUNBER TOTAL *:PRINT 
730 LOCATE l.lOsPRINT share* (i LOCATE 
13,10:PEN IsPRINT cycled ); :LOCATE 22,10 
: PRINT sharenuali ) ; :LOCATE 32,10:PRINT c 
ycleli)*shar 
•nuali) 

740 PRINT:PRINT:PEN 1: INPUT "NUNBER TO B 
UY?*; q* 

750 k=0:F0R j=l TO LENIq*):IF NID*lq*,j, 
1)>'9' OR NID*lq*,j,lX'0' THEN k»-l 
760 NEXTiIF k THEN 710 ELSE k=VALlq»):IF 
k*cycle(i)>cash THEN 710 ELSE ciih’caeh 
-lUcydeli I ) : sharenui li )=sharenu»li >+k 
770 RETURN 
780 REN SELL 

790 FOR i=0 TO 4:IF sharenue(i)=0 THEN 8 
80 

800 CLS: INK 0,3: INK 1,26: INK 2,20: INK 3, 




M:PEN 1:PRINT 'YOUR ASSETS":PRINT:PEN 2 
"PRINT "CA5H:"[c«h:PRINT 
810 PR I NT: PEN IsPRINT 

'SHARE PRICE NUNBER TOT 
AL 'SPRINT 

820 LOCATE 1,12:PEN 3:PR!NT share*(i>;:L 
OCATE 13,12:PEN 2:PRINT cycled LOCATE 
22,12:PRINT sharenue(i) ; :LOCATE 32,12:P 
RINT cycled 
Usharenueli) 

830 PRINTsPEN IsPRINT “SELL ? (Y/N)' 

840 q*=INKEY*:IF UPPER*(q*)=*N" THEN 880 
ELSE IF UPPER*(q*X>’Y" THEN 840 
850 PRINT:PRINT:PEN 1: INPUT 'NUNBER TO S 
ELL?' ; q* 

860 k=0: FOR j=l TO LENIq»):IF HIMIql.j, 
1)>"9' OR HID»!q*,j,lK'0' THEN k=-l 
870 NEXT i IF k THEN 800 ELSE k=VALIq»):IF 
k)sharenue(i) THEN 800 ELSE cash=cash*k 
•cycle (i ) : sharenui I i ) =sharenue li ) -k 



980 PRINTsPEN 2:PR1NT 'THE COMPANIES ARE 
:":PEN 3:PRINT ' MECHANICAL ENGINEER IN 
6 CO LTD":PR1NT ' PETROLEUN INDUSTRIES 



" CHEHICAL INDUSTRIES LTD'sPRINT ' E 




1000 REN DATA FOR TITLE, HEADLINES, ETC. 
1010 DATA 143,143,215,32,143,143,32,214, 
143,215,32,143,32,32,143,143,32,143,143, 



2.143.32.32, 

143.32.32.143.32.143.143.32.143.32.143.1 
33,32,143,143,143,32,143,32,32,143,133,3 
2,143,143,212 

1020 DATA 143,32,143,32,143,32,32,143,32 
,143,32,143,32,32,143,32,32,143,213,215, 

143.143.212.32.143.143.32.143.32.143.32, 

143.143.32.1 



880 NEXT: RETURN 
890 REN TITLES 

900 NODE OsINK 0,1:INK 1,I:INK 2,1:INK 3 
,1: INK 4,1: INK 5,1:B0RDER 1 : PAPER 0 
910 LOCATE 1,3:RESTDRE 1010:F0R 1=1 TO 5 
:FOR j=l TO 20:READ q:PEN isPRINT CHRtlq 
)|iNEXT:NEXT:FOR 1=1 TO 5: INK i,30-i»4:N 
EXT 

920 PRINT: PRINT: PRINT: PRINTsPEN 2:PRlNT 
' (INSTRUCTIONS ?>■ 

930 q*=INKEY*:IF q«="' THEN 930 ELSE ql= 
UPPER* I q*): IF q*=*N" THEN RETURN ELSE IF 
qJO'Y" THEN 930 
940 REM INSTRUCTIONS 

950 NODE 1: BORDER 24:INK 1,1:INK 0,24:IN 
K 2,6: INK 3,10:PEN 2:PRINT "INSTRUCTIONS 
":PEN 1:PRINT:PRINT “IN THIS SIMULATION 
YOU BUY k SE 

LL SHARES1N 5 BRITISH CONPANIES. YOU’VE 1 
00 POUNDSTO START k AIN FOR A MILLION TO 
HIN.' 

960 PRINTsPRINT 'IT IS A MENU-DRIVEN, REA 
L-TIHE SAME. EACHROUND YOU SEE BAR CHAR 
TS OF THE SHARES. BASED ON YOUR ASSETS, 

A SUN IS DED 

UCTEDTO PAY YOUR BROKER. YOU NUST SELL S 
HARESIF YOU DON’T HAVE THE CASH. NEXT ,Y0 
U SEE"; 

970 PRINT "THE NENSPAPER HEADLINES, NHICH 
HAY AFFECTPRICES OR CURRENT TRENDS. AF 
TER THIS ISTHE TRADING PERIOD FOR BUYING 
k SELLING. L 

ASTLY, YOU SEE THE LATE HEADLINES HHICHA 
LSO AFFECT PRICES AND TRENDS. ■ 



43,143,32,143,32,143 

1030 DATA APRIL, HAY, JUNE, JULY, AUGUST, SEP 

TEMBER , OCTOBER , NOVEMBER , DECEMBER .JANUARY 

.FEBRUARY , MARCH , MECH . E , PETR . I , CHEM. I , ELE 

C. C, FARM. P , 6 

LOBE, BUGLE, CLARION 

1040 DATA EVEREST TEAH TURNS BACK, HENS T 
ENNIS SENSATION, HEATNAVE CONTINUES, HORE 
RAIN FORECAST, CRICKET LATEST SCORES, DEAT 
H TOLL RISES 

IN EARTHQUAKE, EAST COAST FLOODS, RAIL CR 
ASH IN NORTH, HORE JOB LOSSES, ROYAL TOUR 
ANNOUNCED 

1050 DATA PREHIER NELCOHES PRESIDENT, TER 
RORIST BOHB THREAT, USSR-US TALKS RESUME, 
STRIKE IN TENTH WEEK , HORE STRIKERS 60 BA 
CK, JOBS FOR 

NORTH PROMISE, FREIGHTER CREN LIFEBOAT RE 
SCUE.TOP FOOTBALL HANA6ER BLAMES REF., BA 
NK RAID NETS MILLION.MP SPEAKS OUT 
1060 DATA BRITAIN NINS NEN CONTRACT, NEN 
NORTH SEA FIND, NEN PLASTIC A NINNER.BRIT 
ISH CHIP PROTOTYPE, EURO CROP DISASTER, CR 
ACKS BLAHED 

FOR CRASHES, NORTH SEA YIELD SLUHP, POISON 
GAS LEAK LATEST, COHPUTER CHAIN COLLAPSE 
S, SOUTHERN. DROUGHT HITS CROPS 
1070 DATA OIL PLATFORHS ON SCHEDULE, ARAB 
PIPELINE SABOTAGE.NEM PESTICIDE ANNOUNC 
ED, FAR EAST BUY CONPUTERS.CONSUHERS BUY 
BRITISH, BRIT 

AIN LOSES HIDEAST ORDER, AMERICAN GULF HI 
LDCAT, SCOTTISH FACTORY BLAZE, SHORT BLAME 
D FOR FIRE, LIVESTOCK PEST SPREADS 





06, 208,206., S08 



(RUN 10 
to restart the game after a 
BREAK, taking far leas 



0 SOSUBIOOO: R£H t HEADACHE!: A. GORDON 
3 i 

10 S=lsM=l: L=0:5DSUB10000 

20 F0R7=0TD1STEP.001: IFPEEK(33278I AND1TH 

ENBOS'JBSOO 

30 SYS49400 : IFPEEK 133279) AND 1 THEN50SUB2C 
0 

40 IrRNDIl) 7TTHENSYS49132 
30 NEXT : M=H+1+E: IFH<9.THENP0KEV*23,2 A N-2 
40 IFN>8AND!I<137HENPCKEV»29.2 A (H-71 -2 
70 60SUB200 1 0 : B= 1 : 50T02C 

198 : 

199 REN I CRASH AGAINST SATE I 

200 POKEV, 249: IFS'CTHENRETURN 
210 N=0:P0K£V*14,1:S=0 



q« 

OO 



220 K=K+1: SYS492S0: ! FN=5C7HENP0KEV* 14.0: 

Z=PEEK (5327?) : RETURN 

230 F0RC=CT01 0 : NEXTC : GGT022C 

198 : 

499 REN U DEATH SEC » 

) 'OUCH' : POKES*! . 129:F0RC=0T3499:NEXT2 
310 PQKES*4.12B:T s I!ITITI!000)/1000:L=L+l 
: 1FK3THEN50SUB20010: RETURN 
320 PQKEV*21.0:PRIN”Slfc.Y0‘: ARE 'SDEAD 
■+CHM 11391* " ! ' : EETA1: IFAtt ) ■ "THEN320 
530 PRINT'YD!) SCORED "N* T -” °CINTS.‘ 




540 iFN+T- 1 >k:thenhi»«+t-i s PRINT ■ THIS IS 
THE HISCO.REMNP'JT'YCCR NANE":HI! 

530 PRINT: PRINT: PRINT'THE HI -SCORE IS 'H 
;• BY "HI* 

540 F0RC=0T0299:NEXTC : PRINT: PRINT*''RESS 
RETURN TO PLAY":PRHfT*B's!N?UTAJjSQTC!0 

998 : 

999 REN « DEF FUNCTIONS 1> 

1000 DEFFKA ! X! = (XAND3i 144+1 XANB12 ! *4+ IX A. 
ND48)/4*(XAND192!/44 

1010 DE-FNC ! X f = ( X AND! ! 1 1 23+ ' XAN22 ) IZ2* ( X 
AND4)!S*iXAND8) 12* IXAND14I 72*(XAND32!/8 
1 020 DEFFNB IX ! =FNC ( XI * ( XAKD44) 732* I XAND1 
281/128 
1030 : 

1040 REN « DEF CHARACTERS » 



8*CI3*D.E: P0KE12418*C!3-D,FNB (E) : SEXTD. C 
1 040 DATA, , , 7, 224, . 31 , 248, , 43, 228, , 127, 1 
94,, 127, 194,, 253, 217, 94, 253, 249,240 
1070 DATA255, 253, 246, 255. 255, 248, 253,233 
,240, 233,233, 112. 124, 42, ,127, 128, 

1080 DATA43, 252,, 31. 248,, 7, 224,, 1,128,, 3 
.192, ,7, 240, ,3, 224, 

1090 FDRC=0T020: F0RD=0T02: READE: P0KE1233 
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2*CI3*D , E: POKE 1 2482*CI3-D . FN8 ! El tNEXTD.C 
JICC DATA, ,,7.224, ,31,248, ,63, 228,, 127, 2 
18, , 127,218, ,253,191.112, 255.227, 2«B 
! 1 10 DATA233. 253, 248. 253, 2", 240. 255.253 
,240, 255, 233.94, 126,62., 127.123, 

1120 DATA63,252 f ,3! . 248, , 7, 224, , 3, 12< n 1 




4, 124., 13. 184,, 7, 128, 

1130 : 

1140 REH » A TOUCH OP S/CISN'JFF CSKTU 



1160 DATA173. 1,220.41, 2, 208,32. 173, 246.7 
,9, 2, 73, 1,141, 248, 7, 206,, 208, 206,, 208 
1170 OATA206, , 208, 173, ,209,41.240,208,3. 
169, 20, 141, ,208, 96 

1180 DATA173, 1,220, 41. 8, 208, 19. 173.248.7 
, 4 1 , 253, 73, 1 , 1 4 1 , 248, 7, 238, , 208. 23B, , 208 
1190 DATA238. ,208,96 
1200 : 

1210 REN « DEF CHARACTERS » 

1220 FDRC= 1 2544TQC+&2 : RE AMT: POKEC, ST: NE 
XTC 

1230 DATA5, 64, ,21, 30., 85, 84,, 84, 84, ,30, 2 
0, , 80, ISO, 128,82, ISO, 16C,e5,86, 160 
1240 DATA8S, B4, 160,85,84, ,82, 148, ,82, 248 
,,82, 148,, 82, 148,, 2, 128, 160, 2, 128, 160 
1250 SATA 2,128.160.2,170,160,2,170,160, 
,170,160,,, 



1260 FQRC=0T020: F0RD=0TO2: READE: POKE 1260 
8+3IC+D, E: P0KE12674+34C-D, FNA 1EI : NE1TD. C 
1270 DATA192, , ,208, , , 112, , ,61, , ,55, , ,31. 
64,, 13. 192, .7, 208,, 15, 112,, 13, 246, 123 
1280 0ATA7.218, 129, 13, 107, 160, 13. 171,224 
.6. 169,224, 10, 169.224, 170, 170. 160, 170, 17 
0 

1290 DATA 160. 90, 170, 160, 21, 106, 128, ,85,- 




1310 REF* I HOPE N/CIMCVE ALIENS DDHNII 
1320 FCRC=4925CTGC*9: READD: POKEC, D: NEXTC 
1330 DATA162, 14, 254, 1 , 208. 202,202, 208 . 24 

9,96 
1340 : 

1350 REM « DEF CHARACTERS » 

1360 FGRC=12736T0C*62: READS: POKEC, D: NEXT 

1370 DATA, 48,, ,252., 3,253., 15, 255, 192, 63 
, 235, 240, 233. 255,252, 127.235, 246, 95,233 




,90, 128, 1,90, ,,88, ,,16, 

1400 : 

1410 REN 4 N/CiFQLLONER CONTI « 

1420 FORC=49260TDC+22:REASD:PGKEC,D:NEX? 



1430 DATA 173., 208, 205, 6, 20B, 144, 12, 239, 

6.208.238.6.208.169.197.141.231.7.96 
1460 DATA 206.6.208.206,6.208,169,198.14 

1.251.7.96 

1470 F0RC=49350TGC»31 : fiEADD: POKEC. 0: NEXT 

1430 DA T A 173, ,208, 203, 8, 208, 144, 12, 238, 
8, 20B, 238, 8, 208, 169, 197, 141, 252, 7, 96 
1490 DATA 206, 8.20a, 206, 8, 208, 169, 198, 14 

1.252.7.96 
1500 : 

1510 REM 8 SET VIC FOR SPRITES 1 5 
1320 V=S3248: P0KE2040 . 1 92: P0KE204 1 , 196: P 
0KE2042, 196:P0KE2O43, 197: PQKE2044. 197 
1530 PDKE2043, 199:P0KE2046, !99:P0KE2047, 

1340 POKE V-33 . 3: POKEV‘39. 7: PCKEV+4C . 1 2: P 
0K2V*4i,I5:F0K£V*42.3:?DKEV*43,:3 
1330 P0KEV-M4, 6: PCKEV«43, 14:P2KEV*46, !:F 
IXEV+1 , 229 : ?3KEV*27. 254 
1560 : 

1570 REN I H/C'JUXP TABLE) I 

1380 c 0RC=4?400"L i 12: READ!: POKEC. D: NEXT 

1390 ::9. i*:,:: 

163C : 

!6io p£« i :;?v; ::r t 

F2 f 2si*4SCTC2*?4: c cS5I: r 2 E2.0;'£r 
3:RE". e N 

is:: :a-s:’:.:-. 6. 325. 

c. r:. 

ns: -.y..::. 

:-i: is. :cs.::s. 3 . :*3. 
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COMMODORE 64 









90 



10:20 POT ■■ BY ANDREX 

GORDON' 

lOlTO PRINT: PRINT: "SINT; PRINT" a °RESS R 

0 PSINT’Id'jPQKE 532Bl,0i?R:KT , rstlSE 
s k.*- and : wo control snuff" 

10:10 PR IN’ "DO NOT LET HZK BE CRUSHED ! " 
10140 PRINT:PRINT"*I8EKARE: KILLER SNAIL 
S AND ASS BILL 0FTENJUI1P DOBN AT YDL' 
10170 PSINT'SDNE DAN EVEN SHARK HP FRON 
'HE SCTTOK RIGHT-HAND CORNER ! " 

10180 PRINT:PRINT"irHERE IS A GATE IS H 
| -RICH YOU CAS HIDE PROS THE ENENY , ’: 
10190 PRINT’DO NOT USE IT UNLESS INDIRE 
EMERGENCY AS IT DOES NOT HIDE YOU FOR": 
10200 PRIST" VERY LONG AND THE GATE IS 0 
°EN ONLY ONCE PER HAVE. ■ 

10280 F0RC=0T09 : PRINT: NEITC: PRINT " aPRES 
S RETURN TO PLAY. *: INPUT"**; A* 

19995 RES 8 SET VIC FOR SPRITES II ? 
20000 V=53248: P0KEV+2I. 0: POKEV+29, 0 
20010 F0RD=3T015STEP2: PDKEC+V, 0:PQKEC+V- 
l.RND ( 1 ) 1214*24: NEXTC: PQKEV, 14: 

20020 PRINT "Id" : FORC=OTD9: PRINT: NEITC: PR 
INTSPC(91"S» HAVE 3"K 

20098 : 

20099 SEW 9 SET SID FOR RND/NOISE 9 

20100 S=54272 : F3RC=ST0S*24: POKED, 0: NEXTC 
: POKES , 127 : PCK£S*4 , 1 28: POKES* 18 , 1 28 
20200 POKE S+1S, 128: POKES+24, 143:P0KE S* 
5.15:P0KES*4,9 

20300 IF PEEK IV*30) AND! THEN20300 
20310 IF ?EEKIV*3!)AND1 THEN20300 
20400 POKEV+2 1 , 255 : P0KEB32 , 255 
20500 FDRC*0TQ19: PRINT : NEITC 
20510 PRINTSPC(31!"SATE" 

20520 PRINTSPCClI'IOai 111" 

20530 PRINTSPCCira ! ! I " 

20540 PR!N75PC!31)’:)I III": 

20550 RETURN 

READY. 








By Johnathan 
Brough 

This Is a quick and cheerful 
multiple choice text adven- 
ture, in which you must try 
and find another copy of 
Gamer to replace the one 
that your cat ate, Otherwise 
the aliens will eat you. 

This is a simple adven- 
ture for the beginner — you 
don't have to try and work 
out what the program 
understands. Good luck on 



10 NODE 4:PRINT T«BI0,51 
GAMEROUEST 

20 PRINT : PRINT 1 This n 
choice adventure 



quest for the 
30 PRINTiPRINT ■ 
GAMER 



This is a lultiple- 
quest ,but not for 9 
status ! This is a 



40 PRINTiPRINT " Written by Jon 
athan Brough * 

50 PRINTiPRINT ■ Press (return) to 

60 PRINT 1PRINT1PRINT: INPUT AlCLS * 
100 NODE 61PRINT1PRINT1PRINT 
110 PRINT "You are surrounded by vario 
us fores of alien life. What they nant i 
s dear-the latest copy of Caeputer Oat 
er! You know that the cat, having a sudde 
n crush on Eecaan,ate your copy, and yo 

120 PRINT "They are not iepressed.lt i 



eateent if a copy of Coaputer Gaeer is n 
ot provided. You aust find a copy!" 

130 PRINTiPRINT 

140 PRINT "Where Hill you go to ?■ 

150 PRINT 

160 PRINT "The little to«n of Nuaseins 
ter ? TYPE lFaraer 6roueoreaheat's fiel 
d 7 TYPE 2" 

170 PRINTiPRINT: INPUT AiCLSi IF AM THE 
N SOTO 570 

1B0 IF A=2 THEN 6DT0 1560 

190 GOTO 100 

200 PRINT TA8I0.5) "You go into Seyths 
.and look around. You're delighted t 

0 see a copy of Coaputer Gaaer on 
the nagazine rack, and search for 1. in 

your pockets. It's dear the aoths do 

n't like being disturbed." 

210 PRINT "In the end, you count out th 
ree 20p. coins, one lOp, three Sps,fiv 

e 2p.s,and five pennies. You set out fo 
r the rack- but soaeone else gets there 
first, and refuses to give you the cop 

220 PRINTiPRINT 

230 PRINT "You'll have to go back! Pre 

240 PRINTiPRINT: INPUT AiCLSiGOTO 690 

250 PRINT TABI0.5) "Unfortunately, Well 
ingtons have got a cheaist on the che 
ap. It s quite likely he goes cheep too, 
as he's quite aad. Suddenly you feel 
a burning sensation inyour throat. He's p 
oisoned you!" 



260 PRINT: PRINTiPRINT "The last nords 
you read Here 'SULPHURIC ACID .Oh dear! 
You're dead. Press return." 

270 PRINTiPRINT: INPUT AiCLSiGOTO 2050 

280 PRINT TABlO.5) "Ageos are giving 0 
ut nee catalogues, and having a sale of 0 

nge.The boyish lor girlishi interest 
in you flares up againas you rush to buy 
a 'Cuddleienaina' dollat '5 off." 

290 PRINT: PRINT: PRINT "It only costs 
'!.! Oh dear. That Has your last '1. 
You can't succeed in yourquest non. What 
a shaae. Press any key." 

300 PRINTiPRINT: INPUT AiCLSiGOTO 2050 
310 PRINT TAB(0,51, "Sheepuorths are d 

320 PRINTiPRINT: PRINT "What Hill you d 

330 PRINTiPRINT "Slash a uindon ? 

TYPE IGo back to the villag 
e square ? TYPE 2Ring the doorbell ? 
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340 PRINT : PRINT : INPUT A:CLS: IF AM THE 
N SOTO 380 

350 IF A=2 THEN GOTO B90 
300 IF AM THEN GOTO 410 
370 GOTO 310 

300 PRINT TAB (0,S> 'You saash the Kind 
on, but forget the burglar alare.Oh d 
ear! A policeean doesn't Bant to 1 
sten to your story about the aliens. 
nstead,he's put you ina padded cell." 
390 PRINTiPRINT "Press RETURN" 

400 PRINTiPRINT: INPUT A:CLS:60T0 2050 



420 PRINT: PRINT: PRINT: "Think again ! P 
430 PRINT:PRINT: INPUT A:CLS:G0T0 310 

| 440 PRINT TAB<0,5) "You hear an artifi 

cial voice over the tannoy. ''RoverBus 
es' uould like to announce that 
regret there Mill be no service t( 
rpOOT today, because the drivers i 
n extra chocolate bar" 

450 PRINT ‘Nith their dinner, and 
n't let thee have one.Uhat a shaee! They 

460 PRINTiPRINT: PRINT "You'll ha: 
choose again. Press return"": INPUT A:CLS:6 
0T0 1190 

470 PRINT TAB10.5I "Lucky you! You'v 
Found a taxi credit for any journey 



480 PRINTiPRINTsPRINT "Nhere 

9 490 PRINT: PRINT'Pr iory Court 1 
TYPE lEuropa House 
TYPE 2Golden Square 
TYPE 3Crash Touers 
TYPE 4The Bus Statii 
TYPE 5" 

500 PRINTiPRINT: INPUT AiCLS 



Mill yi 



510 IF 
520 IF A 
530 IF A 
540 IF A 
550 IF A 



1 THEN GOTO 1400 

2 THEN GOTO 1440 

3 THEN GOTO 1480 

4 THEN GOTO 1440 

5 THEN GOTO 1190 



1)2 



570 PRINT TAB(0,5) "You arrive safely 
n the village square of Huaseinster." 
580 PRINTiPRINT "Nhere Mill you go to 

590 PRINT: PRINTiPRINT "The Rail May Sta 
ion ? TYPE IThe Neasagent ? 

^ TYPE 2The Toy Shop 7 
TYPE 3The Pub ? 

^ TYPE 4Back to the Ali 
ins 7 TYPE 5" 

600 PRINTiPRINT: INPUT A:CLS 
610 IF AM THEN GOTO 670 
620 IF A=2 THEN GOTO 770 
630 IF A=3 THEN BOTO 810 
640 IF AM THEN GOTO B50 
650 IF A=5 THEN 60T0 2010 
660 GOTO 570 



dead. Press return." 

830 PRINTiPRINT: INPUT A:CLS 

840 GOTO 2050 

650 PRINT TAB(0,5) "Oh dearsh! You lik 
esh the bottlesh,don‘tyou! You are too d 
runk and disorderly tocontinue your ques 
t.ln fact, you're too drunk and disorder 
ly to do anything, except sit in a pr 
ison cell." 

860 PRINTiPRINTsPRINT "Press return." 

870 PRINTiPRINT: INPUT AiCLS 

880 GOTO 2050 

890 PRINT TAB(0,5) "You arrive in Litt 
le Dozing, and the train is actually 
on tiae! Aaazed by this, you start nan 
dering around the toanand you see quite 




670 PRINT T AGIO, 5) "You go to the r, 
ly station, and look at the tiaetabL 
6B0 PRINT:PR1NT:PRINT "Nhere Mill yi 
go to ?’ 

690 PRINTiPRINT "Little Oozing ? 

TYPE lGreat Dozing 7 
TYPE 2Falling Asleep ? 

TYPE 3Dead Tired 7 
TYPE 4Huasainster 7 
TYPE 5" 

700 PRINTiPRINT: INPUT AiCLS 
710 IF AM THEN GOTO 890 
720 IF A=2 THEN GOTO 1010 
730 IF A=3 THEN 60TO 1110 
740 IF A=4 THEN GOTO 1150 
750 IF A=5 THEN BOTO 570 
760 GOTO 670 
770 PRINT TABIO.S) "You 
' a copy of Coaputer Gaaer ,1 
says she thinks caaputers ruin 
-n society, and she doesn't stock 
coaputer Magazines." 

780 PRINTiPRINTsPRINT "Go back to the 
llage square. Press return." 

790 PRINTiPRINT: INPUT A:CLS 
800 SOTO 570 

810 PRINT TABI0.5) "Here you find your 
boyish youth catchingup nith you. You sp 
end far too long playing nith the 1 
atest gadgets for building helicopte 

rs, until you see an alien appear in th 
e dooraay.He has a gun" 

B20 PRINTsPRINTiPRINT "Oh dear, you're 



a fee likely shops." 

900 PRINTsPRINTiPRINT "Nhere Mill you 
go to 7" 

910 PRINTiPRINT "Sayths 7 



ik politely f 



920 PRINT "Back to the al 
TYPE 6" 

930 PRINTiPRINT: 

940 IF AM THEN 
950 IF A=2 THEN 
960 IF A=3 THEN 
970 IF AM THEN 
980 IF A=5 THEN 
990 IF A=6 THEN 
1000 GOTO 890 
1010 PRINT TABIO, 
t Dozing, and look 
1020 PRINT: PRINT: I 
go ti 



INPUT A:CLS 
60T0 200 
GOTO 250 
60T0 280 
GOTO 310 
GOTO 670 
GOTO 2010 

5) "You arrive in Grea 
around. ’ 

PRINT "Nhere Mill you 



1030 PRINTiPRINT "The bus station ? 

E IThe taxi rank ? 

E 2The underground stati 
E 3The railaay station 7 
E 4Back to the aliens ? 



TYPE 4! 
. TYPE 
1040 PRINTiPRINT: 
1050 IF AM THEN 
1060 IF A=2 THEN 
1070 IF A=3 THEN 
1080 IF AM THEN 



INPUT AiCLS 
GOTO 1190 
GOTO 1270 
GOTO 1310 
GOTO 670 
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1090 IF A=5 THEN 60TO 2010 
1100 60TO 1010 

1110 PRINT TAB (0,5) 'You are thick, aren 
't you ! You've gone to Falling Asleep, 
and guess Rhat, you’ve Fallen asleep! An 
alien Finds you and oeits 'Exterminate 
' ! You are dead.' 

1120 PRINT : PR I NT : PR1 NT 'Press return' 
1130 PRINT SPRINT! INPUT AsCLS 
1140 BOTO 2050 

1150 PRINT TAB(0,5) 'You are too tired 
to do anything. The aliens caee,Fo 
und you, and non you are no lore.' 

1140 PRINT: PRINTsPRINT 'Press return' 
1170 PRINT: PRINT: INPUT AsCLS: 

1180 BOTO 2050 

1190 PRINT TAB(0,5) 'You get to the bus 
station, and look at all the buses.' 
1200 PRINT:PRINT:PRINT 'Nhere's the bes 
t place to go to ?* 

1210 PRINT: PRINT "Liverpool ? 

TYPE lLondon ? 

TYPE 2The Great Dozing Rail 
my. Station 7TYPE 3* 



ing their copy oF the 6aeer.They dieb a 
board their spaceship and proaise to rec 
oeeend you to Eecaan uhen they next see 
hia. Victory is yours!' 

1370 PRINT : PRINTsPRINT 'Press return* 

1380 PRINTsPRINT: INPUT AsCLS 
1390 GOTO 2080 

1400 PRINT TAB(0,5> '0h,ho,ho,»hat's al 
1 this then ? Being toa rival iagazine,e 
h 7 Traitor ! Planningto disguise a copy 
oF Coaputoad fc Vogon Gates as Coaputer 
Gaeer.eh 7 There's only one p 

unisheent For this- TERMINATION! " 

1410 PRINT: PRINTsPRINT 'Press return* 
1420 PRINTsPRINT: INPUT AsCLS 
1430 GOTO 2050 

1440 PRINT TABI0.5) 'The cabby looks at 
you as iF you mere aad. "That's not in 
London!" he yells!' 

1450 PRINTsPRINT: PRINT 'Oh dear. You'd b 
etter choose again. Press return.' 
1460 PRINTsPRINT: INPUT AsCLS: 

1470 60T0 470 




1220 PRINTsPRINT: INPUT AsCLS 
1230 IF A=1 THEN 60T0 440 
1240 IF A=2 THEN GOTO 470 « 

1250 IF A=3 THEN BOTO 670 
1260 SOTO 1190 



1270 PRINT TAB(0,5) 'The taxis cost euc 
h lore than you can aanage.Nhy did you 
Rant to go to the Orkneys anyuay 7 H 
or are you going to pay 7 Oh, I see, you 
run oFF.Hor dare you! I uon’t play uith 
you again!' 

1280 PRINTsPRINTsPRINT 'Press return’ 
1290 PRINTsPRINT: INPUT AsCLS 
1300 60T0 2050 

1310 PRINT TAB(0,5) 'The Underground st 
ation isn't, exactly, pleasant. Indeed, th 
ere are aany undesirable Folk y 

ou'd rather not eeet. Oh dear, he Rants t 
o eeet you, and he's got a kniFe.I Rond 
er Rhat he'll do Hith that. 1 
1320 PRINT 'Oh look-there’s your corpse 
going under the 9.47 to Uttoxeter.' 

1330 PRINTsPRINTsPRINT "Press return' 
1340 PRINT: PRINTS INPUT AsCLS: 

1350 GOTO 2050 

1360 PRINT TAB(0,5) 'The aliens are eos 
t iapressed with your assistance in Find 



1480 PRINT TABtO,5) 'Congratulations! Y 
ou go to the oFFices o< Computer 6aeer 
in London and see Eecaan who gladly 
gives you a copy oF the aagazine.He sa 
ys "Those aliens are ey Friends, althoug 
h they can be a littlebrutal at tiles!' 
1490 PRINTsPRINTsPRINT 'All you have to 
do non is give the Coaputer Saaer 
to the aliens! Press return.' 

1500 PRINTsPRINT: INPUT AsCLS 
1510 GOTO 1360 

1520 PRINT TAB (0,5) 'The Fareer's RiFe 
hits you on your head with a saucepan. Th 
e aliens see her as aneneey,and exterain 
ate her. They also see that you turned to 
her For help, eating you an ally, and an 
other eneey.Oh dear! You're dead.' 

1530 PRINTsPRINTsPRINT 'Press return' 
1540 PRINTsPRINT: INPUT AsCLS: 

1550 GOTO 2050 

1560 PRINT TAB(0,5) 'You've underestiea 
ted the I.D. oF your Friendly aliens. Th 
ey turn their guns on you and prepare to 



1580 PRINTsPRINT "Run 7 



ELECTRON 



TYPE ISay "It's in the cott 
age* 7 TYPE 2Seile and say "Only J 
oking" 7 TYPE 3' 

1590 PRINTsPRINT: INPUT AsCLS 
1600 IF A=1 THEN 60T0 1640 
1610 IF A=2 THEN GOTO 1680 
1620 IF A=3 THEN GOTO 1760 
1630 60T0 1560 

1640 PRINT TAB(0,5) ‘To your aeazeeent, 
you can outrun the aliens! Fantastic! 
Nor you are certain which Ray to go-to 
uards Huesainster.* 

1650 PRINTsPRINTsPRINT 'Press return' 
1660 PRINTsPRINT s INPUT AsCLS 
1670 BOTO 570 

16B0 PRINT TAB(0,5) 'The aliens are pre 
pared to believe you, and you are taken 
under araed guard to the Fare. You eeet 
the Fareer's RiFe at the gate.' 

1690 PRINTsPRINTsPRINT “Hhat will you d 

1700 PRINTsPRINT 'Tell her the truth 7 
TYPE lAsk her it she reads 
C. Baser 7 TYPE 2Run For it! 

TYPE 3* 

1710 PRINT: PRINT: INPUT AsCLS 
1720 IF A=I THEN GOTO 1520 
1730 IF A=2 THEN GOTO 1800 
1740 IF A=3 THEN GOTO 1640 
1750 60T0 1680 

1760 PRINT TAB(0,5) 'You’re surprised,b 
ut the aliens believe you! They let you 
go,aFter asking sure you're on the righ 
t road to Huasainster.' 

1770 PRINTsPRINTsPRINT "Press return' 
1780 PRINTsPRINT: INPUT AsCLS 
17*0 GOTO 570 

1800 PRINT TAB (0,5) 'She says, "No, I don 
- t" and locks the garden gate. The a 
liens, houever, kill herand let you enter 
the cottage. You think Rords like 'NO' ar 
en't in' their vocabulary.' 

1810 PRINTsPRINTsPRINT 'Hhat Rill you d 
o nou ?' 

1820 PRINTsPRINT 'Bo into the sitting r 
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TYPE 3Run 
TYPE 4' 

1830 PR1NT:PRINT: INPUT A: CIS 
1840 IF A=1 THEN GOTO 1890 
1830 IF A=2 THEN SOTO 1930 
1860 IF A=3 THEN BOTO 1970 
1B70 IF A=4 THEN 60T0 1640 
1880 60T0 1800 

1890 PRINT TAB(0,5) 'Finer Growiorewhe 
at it sitting on the sofa. He sees you, a 
nd-you eust have a guilty Face-thinks 
you're a burglar. Oh dear! He's got 
a shotgun! You're dead' 

1900 PRlNTiPRINTsPRlNT 'Press return' 
1910 PRINTiPRINT: INPUT AsCLSi 
1920 BOTO 2050 ' 

1930 PRINT TAB(0,5) 'The doors of the d 
ining rooe are open, and you decide it' 
s best to try to run away.' 

1940 PRlNTiPRINTsPRlNT 'Press return' 
1950 PRINTiPRINT: INPUT A: CIS 
1960 60TD 1640 

1970 PRINT TAB(0,5) 'You relax on the b 
ed, hoping it's all a bad dreae and will 
soon go away. Unfortunately it i 
sn ' t , and it doesn't. After about an hou 
r , an alien slashes hisway into the bedro 
oi and kills you. Oh dear.' 

1980 PRINT! PRINTiPRINT "Press return' 
1990 PRINTiPRINT : INPUT AiCLS 
2000 GOTO 2050 

2010 PRINT TAB(0,5) 'You went back to t 
he aliens without the chosen offering of 
Coiputer 6aeer. They are not pleas 
ed.In fact, they think killing you is too 
generous. You will be their slave for al 
1 eternity.' 

2020 PRlNTiPRINTsPRlNT 'Press return' 
2030 PRINT: PRINT: INPUT AiCLS 
2040 GOTO 2050 

2050 PRINT TABI0.3) 'For sole reason, yo 
ur progress in this quest has been ter 
■inated.l'i sorry, although you did d 
eserve it. Anyway, better luck next t 

2060 PRlNTiPRINTsPRlNT 'Press return to 
restart the quest' 

2070 PRINT: PRINT: INPUT AiCLS: RUN 
2080 PRINT TAB(0,5) 'Congratulations! Y 
ou have prevented a lajor war with an 
unknown planet by providing its occu 
pants with the best reading taterial i 
n the universe!!!!!!! Coiputer Gaier-EVE 
RYTHING wants it!' 

2090 PRlNTiPRINTsPRlNT 'Press return to 
restart the quest' 

2100 PRINTiPRINT: INPUT AsCLSsRUN 









1 LET 6=0 

2 RESTORE : LET C=10: BIN a*)64): BOR 
DER 7; INK 0: PAPER 7: BRIGHT 1: CLS : L 
ET 0=10: 

3 LET T=0: LET h=10 

4 LET d=10 

5 FOR n=l TO 10: BEEP .05,n: NEXT n 

6 LET s=0: DIN dtI64l 

7 GO SUB 1000 

8 LET ai=0: 

’ IF G=0 THEN LET HS=100: LET H*="ST 
RIKER": LET G=1 

10 PRINT AT 0,10; * ! ": PRINT AT 21,10;“ 

I"! FOR o=30 TO 1 STEP -1 

11 IF n>20 THEN GO TO 30 

14 LET a=INT (RND*3-1): LET c=c+a: IF 
015 THEN LET c=15 

15 IF c<2 THEN LET c=2 

30 IF «i=0 AND c=d AND o<25 AND n>8 TH 
EN LET «i=n-l: LET hh=c: 

31 IF »i>0 THEN BEEP .005,10: GO SUB 
400 

35 PRINT AT c I nj , a*"; INK 2;“=-- • ■; PRINT 

AT c-I ,n; " ": PRINT AT c+l,n;‘ ■ 

36 PRINT PAPER 4;AT 17,0;d»l31-o TO 3 
1-0*31) 

37 PRINT PAPER 4;AT 19,0;a*(31-o TO 3 
1-0*31) 
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1000 FOR n=0 TO 7: READ a: POKE USR "a"t 
n,a: NEXT n: DATA 0,192,224,255,113,248, 



1002 FOR n=0 TO 7: READ a: POKE USR 
n,a: NEXT n: DATA 0,0,1,51,79,255,120,0 

1003 FOR n=0 TO 7: READ a: POKE USR ‘O' 
n,ai NEXT n: DATA 0,0,0,96,159,96,0,0 

1004 FOR n=0 TO 7: READ a: POKE USR "e 
n,as NEXT n: DATA 170,85,170,85,170,85 
70, B5 

1005 FOR n=0 TO 7: READ a: POKE USR "f 
n,a: NEXT n: DATA 0,0,0,128,81,128,0,0 

1006 FOR n=0 TO 7: READ a: POKE USR "g 
n,a: NEXT n: DATA 0,0,8,37,130,37,8,0 

1007 FOR n«0 TO 7s READ a: POKE USR "I 
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n.a: NEXT a: DATA 14,56,84,56,84,16,14,0 
1008 FOR a=0 TO 7: READ a; POKE USR "i*+ 
n,a: NEXT a: DATA 60,66,129,126,78,78,78 



255 

1010 LET dtll TO 301=“* a* I'ftis.ra* * 

fiM* * * a" 

1011 LET dt(30 TO 64)=* + *fti.a* i 
TST * ••) * ft \ X. * * a" 

1021 FOR a=0 TO 7i READ a: POKE USR V* 
n.a: NEXT m DATA 0,0,0,126.66,126,126,0 

1022 LET atfl TO 30l="*:*_=ift* 

* <■* aft*ft*aaft* * 

1023 LET at (30 TO M»=“*:£aft**:£.a1 
=1 * a * Bit* ft* a aft* " 

1024 FOR a=0 TO 7: READ a: POKE USR T* 
i: NEXT a: DATA 8,28.28,8,62,8,20,20 

2000 RETURN 
2040 NEXT a 

3000 FOR n=d TO 1 STEP -Is PRINT AT a, 2; 

‘ PAUSE 3: PRINT AT n,2;“ *: NEXT a: 

3010 INK 2! FOR a=l TO 175 

3011 LET *=INT IRND*20-10): LET a=a+a 

3012 IF a>128 THEN LET a=120 

3013 IF a<5 THEN LET a=10 

3020 PLOT 128, n: DRAM a,0: DRAW -a»2,0: 
NEXT a 

3030 FOR a=l TO 100: PRINT INK 6; PAPER 
2; FLASH 1;AT INT (RND*22),INT (SND*32) 

3040 NEXT a 

3050 PRINT AT 21,0;“ *: POKE 23692,255: 

FOR a=l TO 22: PRINT ■ 

": NEXT a 

3060 INK 2: PRINT PAPER 7j‘*** *** 
*** * * **+ ***■ 

3061 INK 1: PRINT PAPER 7;"* * * . 

* * * * * *• 

3062 INK 2: PRINT PAPER 7j‘*** * * 
* * * * * * 

3043 iNK I: PRINT PAPER 7;* * * ** 
* * * * **■ 

3064 INK 2: PRINT PAPER 7j“*** * sp 

* * * if! ip if! P p ifl ip ■ 

3065 FOR n=i TO 5: PRINT * 

*: NEXT a 

3069 INK 1 

3070 CIRCLE 128,100,10 

3071 PLOT 108,100: DRAW -60,0: DRAN 63,3 

3072 PLOT 148,100: DRAN 60,0: DRAN -63,3 

3073 PLOT 128,100: DRAN -5,8: DRAN 5,-8; 
DRAN 5,8 

3074 PLOT 128,110: DRAN -20,-10: DRAN 20 



*ft* + 3e.aj tft* 

•*ft**ia3t.ft 




3077: PLOT 128,110: DRAN -30,0: DRAN 60, 
0: DRAN -30,2: DRAN -1,20: DRAN -1,-20: 
DRAN -30,-2 

3078 PLOT 88,100: DRAN 0,-5: CIRCLE 88,9 



3079 PLOT 168,100: DRAN 0,-5: CIRCLE 168 
,90,5: 

3080 IF S>HS THEN LET HS=S: INPUT "YOUR 
NAHE *;H$: 

30B1 PRINT AT 1,0; "HI6HSC0RE ":HSj" BY 11 

3090 FOR N=1 TO 7: PRINT INK N; AT 20,0; 
"LAST SCORE *;S 

3091 IF INKEY$="“ THEN NEXT N: 80 TO 3( 



3092 PAUSE 10: 60 TO 2 



3075 PLOT 128,110: 1 



N 20,-10: DRAN -20 
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William VNfobbler is the latest 
game from Tony Crowther- 
a most exciting adventure 
game. Through the 
underworld of dark 
powers in search of 
golden treasure William 
struggles against all odds 
to vanquish foes and reach his goal. 
A game of skill and excitement. 





